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characters you're going to need an 
comes to this line of work, the best in 


Crack open Nintendo Power and 
you've got a solid lead on all of 
Donkey Kong's moves. That goes for 
Diddy* Tiny and the rest of die Kong 
crew as wed. We're talking about the 
ultimate monthly source for tips, 
tricks, strategies and secrets to help you 
rule die jungle- or at least tha neigh¬ 
borhood 


f f the JUNGLE PAK and well throw m a limited 
*++ Bunch Controller and Official Donkey Kong 
Power subscription (special phone-in 
u£/*5G edit). 

* 1 well sfip you the Official Donkey Kong 64 
1 ption (phone or mail in orders for only 


4 * ' up a tree without a guide. Or, blaze a winning 
‘ ve got ona phone calL Make it a good one! 


RES 2/28/00! CALL NOW TOLL-FREE 


ik only, use the attached order form. 

on our website: wwuuiintendo.com 
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me Ultimate strategy card game is 

L u° k Ju 9 for 3 few ^ood monsters. 
Describe the most bizarre/ monstrous 
powerful creature you can nr^c-iKii# ! 


<-nu 




trading card game— 

Hfiagf The ultimate battle 

at <www.playmagic.com/np> 

your worst in the Magic® 
eature" contest. 


Ea. iLEM fliuia 


test. Release the monster In your head. 



Put you- brain to the 
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tonic trouble 

• TmaJiJemoker (alius: Super Ed) 

• b 1 :rrr ”“ h ■ b * «• -.«, 

imifa mfe , mess Dl everyUung 
Oulsnmrls temnioes, loosfers, 
cmrols, the Evil Gifigj, ' g _ 

• Con solve JoDds of mind. 

hending puales nndfnjps 

“It's a mess ol fun'* _____ 

- Nintendo Power 
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ROCKET:ROBOT 
ON WHEELS ' 
Extrimely advanced robot 
Last seen saving a massive amusement park 
Builds & rides a super Iasi rollercoaster 

Full; Equipped with blast viscr, 
trader beam, rocket boosters 
and 7 cool cars 

Rocks, rolls, Ireezes, smashes, 

& throws just about everything! 


Ml« 


one of the most 
innovative platform games 
to come out In a long, 

long time..." - Nintendo Power 
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' j Here's your invitation to 
; J the hottest party around! 
J Mario's first bash was so 
ft much fun that he had to 
■ throw another, so strap 
j| on your party hat and 
M check out our bis review* 



















Havt you fcva'r had trouble 
catching a few winks 7 Welt, 
your problems pale beside 
those of Ruff nnd Tumble, two 
k?ds who must dufve deep into 
their own dreamworlds to 
fight tha night mare inducing 
Hoodwinks. GT Interactive s 
platformer is as fantastic as 
th8 world beyond your eyelids, 
end we have ths keys to 
dreamland. 


The common earthworm is 
not typically aggressive 
Then again, if you could 
somahowoutfit it with 
bazookas, fl imethrowe r s, 
pneumatic dnlls and explo¬ 
sive 'ivestock, its peaceful 
code of living might change 
in a hurry We'll give you a 
worm's-eye view of war as 
we review Infogrames' 
instant multiplayer classic 




In the frightening tradition of 
thoTurok series, Acclaim 
has spawned Armorings, 
another eerie flrst-persor 
shooter packed with crazy 
weapons Unless you want 
to let a huge, disgusting race 
of alien insects take over 
the universe, we highly sug¬ 
gest you take a look at our 
in-depth coverage of the 
otherworldly swnrm 
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Pardon us if Players Pulse is sloppy—we’re still trying to decide what 
to call this year. Sure, *99 just rolls of the tongue, but ’007 What 
the heck do you call that? Double-O? All zeroes? Nada? Aught? 

To be honest, as long as we can stop calling it Y2K, we’ll be 
happy. 


Some Wicked Ideas 

I think there should be a game 
for the N64 where you can 
create your own monster. Not 
cute ones —they’d be realistic 
like Dracula. And then you 
could send them out to terror- 
12c villages and towns and 
neat stuff like that 

Sparky 
Via the Internet 


In regards to your question 
about what monsters would 
be neat in an N64 game, I 
think it would be cool to see 
a game with ancient Roman 
Mythology monsters. 

Charley Moort 
Kenilworth, TL 

I have an idea for a sweet 
scary game ..Scooby-Doo. I 
have the Scooby game for the 
Super NES and its sweet. 

Matt Fields 
Via the Internet 

I would make a game where 
the final boss is a werewolf 
The game play would be simi¬ 
lar to The Legend of Zcldai 
Ocarina of Time in that you’d 
have opportunities to buy 
potions, spells and weapons 
The other enemies would be 
such things as vampires, 
ghosts, mummies, dragons, 
zombies, hounds and grem¬ 
lins, For weapons, you'd have 
knives, bows and arrows, 
crossbows, silver bullets, 
dynamite, revolvers, shotguns, 
torches and machine guns 
I don't like blood covering the 
screen, so I'd prefer to see the 


Sven Oergter • Rochester, New York 


fallen enemies disappear like 
in GoldenEyc. Obviously' 
you'd need the Rumble Pak 

Garrett 
Dallas, IX 

l think a game about a giant 
squid would be cool to play 
cooperatively 

Trevor Cichosz 
Woodland, WA 

I was wondering if you'd make 
a wrestling game for mon¬ 
sters. You know—Dracula, 
Werewolf, Frankenstein, Grim 
Reaper and Bogeyman? Imag¬ 
ine id Some of the good 
moves would be the Franken¬ 
stein Frcczebolt, the Reaper 
Saw; Bloodshed, the Hack n' 
Slash and the Boogy Busted 
I suggest that you release it in 
October of 2000. 

PaulMcAnear 
Via the Internet 

I'd like to see Frankenstein on 
the N64 soon—I think it 
would make a great game. It 
could be called "The Legend 
of Frankenstein* The Mad Sci¬ 
entist of Time.” 

Erik Skookmm 
Washington, IL 
Stop it, you Ve scaring us! It 
seems like most of the responses 
We got were split down the mid¬ 
dle on monster animosity, 
sib out half of you wanted more 
games that made it your 
mission to destroy evil, world- 
ravaging spawn. The others 
wanted to get behind the wheel 


of your own monster and go 
around terrorizing people, sit 
first we thought such a disturb¬ 
ing idea was just plumb crazy, 
but as we gazed at the fall 
moon and pondered it, it 
became more and more appeal¬ 
ing until wc just wanted to run 
out of the office into the night 
atr, lifting a terrible howl to the 
dark sky, and...Sony, what 
were we talking about? Oh 
yeah If you want to check out 
some current spooky games, tty 
Resident Evil z, Hybrid 
Heaven, Shadow Man and 
Castlevdnia. Legacy of 
Darkness for the N64. Of 
course, don't forget about the 
all time NES classic Ghosts W 
Goblins on Game Boy Color 

A Truly Freaky Letter 

I ’.vould like to see a big, scary 
monster like Yoshi, Or a mean 
underground worker Or a car 
monster. 

June Ellen 
Via the Internet 
A scary monster hlx Yashi 7 OK, 
it's a stretch, but Yoshi can be a 
little spooky sometimes . A mean 
unda-ground worker?A car mon¬ 
ster? Wc aren't sore what these 
are, but were scared nonetheless. 
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Never, Never Do This 

On Road Rash 64, one of the 
cops always yells, "Put your 
hands up*" Don'tyou think 
that's a strange thing to shout 
to someone on a motorcycle 
going 180 miles per hour? 

Ashley Scroggin 

Via the Internet 
Ifyou ti just consult your 
Atotorcyclc Hooligan Handbook 
you'd realize that such an 
entreaty fi-om the policeman ts 
merely designed to distract you 
while he shunts your ride off the 
side of the road so he can arrest 
you The proper retort, according 
to section five, patngraph three of 
the aforementioned text, is to lift 
one hand m the air then use it to 
insert <1 crowbar into the officer's 
front wheel spokes, lion’t expect 
a thank-you. 


A Rare Vision 


While pl aying Rare’s lovely 
game, Jet Force Gemini, I came 
across a picture of a stick figure 
man in his underwear holding 
a clipboard and wearing a 
derby in the Castle section of 
Tawfret. Most people wouldn’t 
know who he was, but I and 


others know that the stick fig¬ 


ure 13 none other than Mr. 
Pants from Rarts website 


(mvw.rareware.com). Mr Pants 
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Don’t Party Too Hearty 

Apparently, some of you Mario Party masters have been 
wearing down your palms trying to rotate the Control Stick 
too quickly during the minigames, and wed like to remind 
you to be careful The slan on the palms of your hands is 
very sensitive, and the Control Stick isn’t designed to be 
plugged m there and rapidlyswiveled—chances are, tfyou 
do it enough, you're going to get a blister, Instead, use your 
thumb to rotate the sock during minigames like the tug-of- 
war, where you need speedy spinning. Or, if that method 
doesn't work for you, grab the Control Stick between your 
thumb and forefinger and try it that way, You'll be winning 
in no nmt> As always, if you have any questions or concerns, 
please don’t hesitate to call our toil- free Consumer Service 
hne at 1-800-255-3700 (1-800-422-4281 TDD). 
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is the survey man for the sire- 
Amanda Schroeder 
Via the Internet 
Not only that, hut if you collect 
300 drone heads with a single 
character, you'll be able to turn 
on the Ants as Pants cheat, which 
turns all Soldier Drones into that 
same lovable character. Of 
course, he's less lovable when he's 
blasting away at you, but that's a 
given, for those of you who want 
to look at another hit of Rare's 
unique visual humor, check out 
the walls m the facility level of 
GoldenEyc ooy Then arc tons of 
“No Smoking" signs, but there's 
one tn a tmy partition between 
two hallways that has u silhouette 
o) Bond with the red coxlc/slask 
around it No Bonds Allowed. 

More Pokemonology 

In addition ro C. Mills' obser¬ 
vation that Amcuno, Zapdos 
and Mol tress last syllables are 
the first three Spanish numer¬ 
als, I realized something else. 
Hitmonchans last syllabic 
comes from Jackie Chan's last 


name and Hitmonlec's las: syl¬ 
lable comes from Bruce Lee's 
last name. They're both martial 
artists —1 just wanted to Jet 
you know in case you didn't. 

Jeremy Bottum 

Via the Internet 
Good eye , Jeremy It makes per- 
fict sense, considering the 
amount of punching and kicking 
that Hkmonlee and Hitmonchun 
do. We hear those Pokcmon do 
all their own stunts, too 

Colour Commentary 

I was jusr wondering if you 
realized that, to Canadians, 
there is one BIG spelling mis¬ 
take on every GBC You see, in 
Canada, we spell "color" with 
a ' u," so it's "colour.” So my 
question is, did you realize the 
mistake and just not care or 
did you not realize there was a 
mistake? If you can put differ¬ 
ent languages on the GBC and 
the game boxes, rhen why not 
an alternate spelling? I know 
you probably don't think it’s a 
big deal, but its annoying to 
























GAME BOY TOP 10 NINTENDO 64 TOP 20 



See, we knew that 
whole Y2K thing 

wouldn’t be as bad as everyone said—order has returned to the Power Charts universe. 
To celebrate the new year, Ocarina of Time and GoJdenEye triumphantly reclaim their 
old N64 thrones, cutting the reign of Pokemon Snap short at a single month. 



THE LiGtND OF ZCLDA: 

OCARINA OF mi 



The back and forth bottle 
for the N64 top spots 
continues, but the real 
excitement is in the 
trenches Jet Force 
Gemini, WWF Attitude, 
Blitz 2000 and Army Men. 
Surges Heroes all greet 
the new year hy making 
stunning debuts in the 
top ten 
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THE LEGEND Of ZEIDA: 
LINK'S AWAKENING DX 
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mum 

WCAMf 

f muGHioormokoaiiMonm 

NINTENOO 

2 

B 

2 GOLOENEYE 

NINTENOO 

4 

37 

3 super smasn ms. 

NINTENOO 

3 

7 

4 POKeMONSNAP 

NINTENOO 

T 

5 

5 JET FORCE GEMINI 

RARE 

— 

1 

6 WWF AT7ITU0E 

ACCLAIM 

— 

1 

7 RUTZ2000 

MIOWAY 

— 

1 

8 STAR WARS: ROGUE SQUADRON 

LUCASARTS 

6 

12 

9 ARMY MEN: SARGE'S HEROES 

TNO 

— 
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10 STAR WARS: EPISODE 1: RACER 

LUCASARTS 

5 
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II 8ANJ0KAZ00IE 

NINTENOO 
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IR 

12 MARIO GOLF 

NINTENOO 
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2 

13 SUPER MARIO 64 

NINTENDO 
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40 

14 MARIO PARTY 

NINTENOO 

7 

10 
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TNO 

— 

14 

16 lORO'SNOWROAROING 

NINTENOO 

20 

20 

17 MARIO KART 64 

NINTENDO 

10 

37 

18 SOUTN PARK 

ACCLAIM 

17 

12 

19 TUR0K2 

ACCLAIM 

16 

14 

20 ROAD RASH 

THQ 

— 
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These top three look familiar, 
somehow Aftoro brief 
shakeup, Links Awakening 
reclaims its spot as runner-up 
to Pokemon Meanwhile, 
PokSmon Pinball s making 
itself comfortable at #3—is 
Bond out of the upper echelon 
for good 7 
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[ I. POKeMON 5TA0IUM (N64) 

[l.~P0KcM0N YELLOW (GAM ROff 
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9 TETRIS ATTACK 
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10 NELRL1TZ 

MIOWAY 
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14 

81 
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21 

85 

76 

3 
26 
10 
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[ 5. JIT FOR CE GEMINI (N64) 

r -1 

{ 6. PERFECT DARK (N64) 


[ 7. SUPERCROSS 2000 (N64) 

I 

l 8. ARMY MEN: SARGE'S NEROES (N64) 

1 

1 9. WRESTLEMANIA 2000 (N64) 

1 

[I0.RAINB0W STX (N64) 
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Big Pokemon 

Okay, who saw Pokemon Tht First 
Monv when it came out last Novem 
her? Aaron Jacobi of little Rock, 
Arkansas, did, and chances are, he 
saw it before you dtd, As the winner 
our 


of our Player’s 

Poll Contest in Volume 12.4, Aaron took 
a trip to LA. for the premiere of the ani¬ 
mated blockbuster. He tookaV.I.P tour 
of the WB studios (catching r glimpse 
of George Clooney shooting hoops dur¬ 
ing a break on the ERsct) and then 
pulled up to the premiere in the Poke¬ 
mon Beetle. Congratulations, Anron! 
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Letters, Continued 


look down at a Game Boy that 
has colour spelled incorrectly. 

Steph Russel 
Via the Internet 
Well, first of all, we don't translate 
on tire Game Boy. Game Boy in 
France is “Game Boy, " not 
“Carbon de Jeu." Likewise, the 
Italian Game Boy is also “Game 
Boy, " not "Ragazzo di Gioco."As 
far as alternate spellings, our 
motto /s- "You put the u’in Game 
Boy Color!" 

Pokemon for Dollars 

If you had been watching “Who 
Wants to Be a Millionaire' 1 on 
TV in November you would have 
noticed that the $500,000 
question was about Pokemon 
The contestant had to identify 
one character that was not a 
Pokemon out of these four* Jig- 
glypuff, Frodo, Pikachu and 
Squirtle. The contestant used his 
50/50 lifeline, leaving him with 
a choice between Jigglypuff and 
Frodo. He backed out and took 
what he had rather than risk it 
all Imagine that! I guess he 
should subscribe to Nintendo 
Power with his winnings. 

Dustin Dano 
Via the Internet 
You're absolutely right — that's just 
one example of how NP can make 
you rich., or not Judging by the 
amount of mad we received about 


that episode, there wen plenty of 
Pohcmantacs screaming 
‘Jigglypuff!" at their TVs. 

A Breath of Nat-Fresh Air 

I was playing Shadow Man the 
other day and as I was going 
across a rope in Deadside, I real¬ 
ized that Shadow Man was 
breathing I thought that 
Shadow Man didn't need to 
breath on Deadside—isn’t that 


why cherts no time limit for air? 

Enc Levin 
Via the Internet 

There are fr.vo possibilities. One is 
that it was a slight auditoiy over¬ 
sight The other is that while you 
were playing the game, some 
undead creature from Deadside 
was standing right behind you, 
breathing heavily. Sleep milt 


WRITE AWAY RIGHT AWAY! 

We don’t know if it's 111 st millennial fever, but the dawning of ths year 2000 has us 
In a futuristic mindset We realize that it’s a bit early to ask, but what do you think 
video games will be like by, say, 2050? Will they be full virtual worlds? Will you be 
able to smell or taste simulations? Or will they even still be around? Writs In 2 nd 
give us a glimpse of your future vision 1 
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PHONE 

NINTENOO 
POWER 
SUBSCRIPTIONS, 
SYSTEM SETUP 
AND REPAIR 
1 - 800 - 255-3700 

(1-800-422-4281 TDD) 

6 a m-9 p m Pncific lima, 

Mtinrfny Saturday - 

6 am -7 pm Sunday 
French end Spanish speaking -■ 
rupi c sent an ve$ are evoilnhla. 

r TALK TO A • 
GAME COUNSELO 


- 288-0707 

US $15Dpel nunutfl 

1 - 900 - 451-4400 

Canada $2 00 par minute 

(1-425-883-9714 TDD). 

Uem-Dpm Pacifje time, 

Monde y-Salmdey - 
6 a m -? p m Sunday 
Callers itndui age 1H need to obtain 
parental peimission to coll 

POWER LINE 

1 1 - 425 - 885-7529 

Prerecorded Game Tips and 
Future Product Information 

News about recent releases end upcoming 
games for all Nintendo systems Call fat help 
on Donkey Kong 64, Jet Force Gemini Shadow 
Man Hybrid Heaven, Duke NukciruZr.ro Hour, 
Pokemon Snap, Supct Smash Bros, 

Shadowgaie 94, Castlevatua Star Wwi: 

Episode 1 Racoi, Quakojf, Star Wfcrt Rogue 
Squadron, Banjo-Kazooie, Yoshis Story, Didrfy 
Kong Racing Moi fal Krnnhet 4 Mission 
Impossible, 1080 Snowboaiding Quest 64, 
Forsaken 64, Duke Nukem G4, Bomheimen 04, 
Quake 64. Mystical Ninja Starring Goemon, 
Mischief Makers. GoldenEye D07 Star Fox 64, 
Supei Mono 64, Turok. Durasaui Hunter, Turok 
2, Doom64, Stai Wars Shadows 0 1 the Ejnpiin 
andMoitaJKamfrnl Trilogy foi the Nintendo 64. 
Thorefc also help for Supe r Mano World, 

Yostus Island Super Mano Woild 2 Donkty 
Kong Country 1,2, end 3, Illusion of Gaia Lufta 
II, Supei Melraid Secret of Evermore, Cbriroo 
Tnggei, Fmnl F.iniasy IQ Supei Mano RPG, 

Bieetb of File I and II and Ultimate Komhai 3 
for the Supei NES, PokAmonRtsd, BIuf and 
Yellow, Conkers Pneker Tales, Shadnwgate 
Classic, Wane Land II and DKL 3 for tlic Game 
Boy and any Zclda game This cull mey ho long' 
distance,so hr *>ure to get permission fiom 
whotVLr poys the phone bill before you colL 
‘ * r “ rv_\J 
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Destroy gf 

moving targets 
with accuracy and power 

in the Shooting Gallery 


Steer dear of 
the hrcardous wildlife 
or learn how to play 

■L one-handed. 


Explore 5 ama 2 fng courses. Sou 
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out invitations for another 


get-together, and your name is on the guest list! It may be a party, 
but you've got plenty of work ahead of you in the minigames* ; 


It appeared that an argument over a new name for Mano 
Land would never be settled. Yoshi, Donkey Kong, Princess 
Peach, Wario and the two Mano brothers all bad a claim to 
tht place, and no one would back down Then Bowser came 
storming into the picture, offering the rivals a solution 


Whoever tosses out the intruder can claim Supers tar status 
But before that can happen, the rivals will have to compete 
in party games for tht right to take on Bowser With plenty 
of new features and challenges, this multiplayer mega-game 
may even make you forget the last shindig. 




r ¥2 & 




Save Your Controller 

Remember the (jamas from the first Mane 
Party that required you to quickly rotate 
the Control Stick 9 They're a memory et the 
new perty, so you can give your Controller 
and your hands a rest The new names aro 
plenty difficult, though. 



Practice Mode r , 

'f you or your opponents are unsure how 
to play a particular minigame, all you 
need to do is try it out in Practice Mode. 
Nothing that happens will be counted in 
the board game, and you can leave this 
mod* whenever you like 



Stars Count for Coins 

Coins are the primary currency in Mario 
Land this time around, so you can convert 
any stars you collect in th* course of the 
game into 5Q coins apiece You also get to 
keep nil the coins collected by computer- 
controlled players at gome's end. 



Saw Your Game in Progress 

If you're in the middle of a great game but 
you hsve no choice bu + to stop for a while, 
you can save your progress The next time 
you play, the saved game will appear on hie 
opening menu screen as a piece of paper 
pinned next to Minigame Park. 
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SPACES 


) 


Vi 


There is only one certainty m MPa Something will happen every nme you tak< x turn. 
You may get some corns, or you may be warped back to where you started You may cv n 


have to go to battle with your rivals before the turn ends. 



NEW SPACES 



Item Space 

You mftY not need to spend money at the shop otter all. 
Landing on this space will put you in a angle-player game 
thet could yield a valuable- item or pomaps nothing 





> 


Battle Space 

Battle stations! Landing on tfis space will throw the rivals 
into a free-for-all lor a pot of money Every player must put 
hard- earned coins into the krtty 


BOARD 




Items Shop 

Since you can't count on the prime to provide 
you with the item you wont, you may find it 
necessary to plunk down some coins nt the 
shop for something special This is true par- 
ticularlylf you've amassed a lot 01 wealth, 
Money that you've spent countsas money 
collected for the end-of-game Bonus 

i A4 

Koopa Bank 

You can't blame the Koopas for trying to make 
an honest living, but you cnnbiamc them for 
constantly ripping you off Their establish 
ment works more like an Involuntary lottery 
thanobank You must putm money when you 
pass by, but you'll get a big payoff if you land 
on the space. 




Baby Bowser 

Baby Bowser shows up on whatever specs 
Toad dbcidus to vacate He's a lot less pleas* 
ant to run mto, considering that hu steals 
coins from you The only thing to recommend 
him is he doesn't come after you, unless be 
turns into the 'ull-grown Bowser, who II 
hunt youdown, then take ALL of your coins 

Hidden Block 

Landing on e blue space is a good thinq-you 
automatically get coins—but it s a great 
thmg when it con tains a Hidden Block rou u 
be rewarded with axtra coins, or possiby 
even a star, when you jump up to hit the 
block, ^here's no way of knowing where trie 
Hidden Blocks will appear 





ITEMS 


*0 


tarns can be .1 nice surpr.se or an essential part of a victory, depend,ng on what you 
g,t end when you get it They can even be a habifity -a Bowser Bomb at the wrong 

tunc can be setback—but it’s usually good to have one handy. 



mm 



Boo Bell 

If you wont to inflict a phantom visitation on 8 rival and steal 
some coins or stars in the prow ss, then five Boo a ring 
Resistance is futile 

Bowser Bomb 

Turn Baby Bowser into a full grown, greedy adult Most play¬ 
ers might want to avoid this item, unless they re sure thoy re 
out of Bowser's range 

Bowser Suit 

Put on this get up to begin a lucrative, if fleeting, life of crime. 
Once outfitted, you can hunt down your opponents to ste al 
their coins. ^ 

Dueling Glove 

Is there aparticular player who needs a kssonm aifllity’Take 
that Boo Bull ringing riVEil behind the woodshed for a Dueling 

Mimgame 

Magic lamp 

It may be magic,but the reward it providBSjsnoillusK.n TJs 
little beauty takes you directly to Toed, which means it rant 
you directly to astar 






f. 
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Mushroom 

This garden-variety fungus provides a cheap rjn^f^c^e 

way to zip ahead of your opponents. Two dice blocks instead 
of one Let's hope you don't roll ones 

Golden Mushroom 

If s Mushroom is good, theneGolden Mushroomroust be 
better, right 7 This yellow toadstool will give you three 
turns, moving you a potential 3D spaces 

Plunder Chest 

The Plundc r Chest is a kind of promissory note for another 
item- -one held by one of your opponents If someone has 
something good, take it eway 

Skeleton Key 

There's no reason to walk away from a locked door when you 
hove a Skeleton Key Open up the lock to move into more 
rawarding areas of the board. 

Warp Box 

If you're in a tough spot, youimy not need to move through 
dangerous tarritory If you have e Warp Box, you can let one of 
your rivals take your place 
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Set sail for a treasure island of galleons and doubloons 
Whoever succeeds in plundering the most Stars will face 
Captain Bowser as the Superstar. 


DIFFICULTY: 


Each of the five boards has a distinctly different style, f rom the 
plains of the Old West to the icy expanse of deep space. Each also 
has its own unique trouble spots. 



The Happening Spaces on the bridge 
will draw heavy cannon fire if any of 
the players lands on ons, sending 
everyone in tha araa tumbling back 
to the very beginning of the board 
Bypass the bridge if you can 



The j hwomps that block your path 
at various places on the board are 
more than happy to get out of your 
way, for a fee It's good to p3y and be 
on your way before your opponents, 
rates will go up for them 


When you land at the dock, the 
shark will take five coins then take 
you across the water to another 
dock at a different place on the 
board Unlike other modes of trans¬ 
portation, the shark WAKES you go 



Once you get a Skeleton Key you can 
open up this shortcut Getting 
through here will give you a big 
advantage, because you won't have 
to go across the bridge, which, as 
often as not, makes you restart 



Drift through the high plains, collecting rewards along 
the way. There may be a ghost here, but this isn't a ghost 
town—you've got three other rivals to beat before your 
showdown with Bowser. 

DIFFICULTY: 







If thcra's a train waiting for you at 
the station, you can pay your five 
coins and go far a nde It will also 
push around the players ahead o f 
you, who mny or may not appreciate 
the speedy trip 



The Happening Spaces in Western 
l_8nd automatically start the tram 
moving, regardless of where it is on 
the? board It will keep moving until it 
reaches the noxt station, pushing 
along whoever is in the way 



KXM 


A Hootenanny is a good way to pro* 
vent an opponent who is out in front 
from getting to a Star before you do 
It's pro tty expansive—2C coins—but 
it drags everybody back to wliero 
you're standing for the event 
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Bowser's thunderous **£££2 ~ 

DIFFICULTY: 




2ihtes Sp3c6s 0,1 th,s bMr <i 

s P ac «craft that 
the paths with qreen 
'ifints They can travel a lorn time 

Hjsfi?P |a V ers in front Of thorn 
e flood distance across the board 


If you don't want to get pushed 
halfway to Mars by the speeding 
spacecraft, you can payoff the loci! 

voflmd 9 ™ t SU T, ' rnext hmo 

Z'ZS&B Spac ^ 


for !rf thf L P I r c,ossts tiie cen- 
HS boor( t a counter ticks 
downi Whenitgetsell the wav to 

«ro Bowser will fire a weapon from 

fiH thA r ™ ght Comfcr that vaporizes 
withecojnsinitswey 



As in the first Mario Forty, Boo will 
rS an °PP° nent 's Stars for a price 

fesasjs” 1 


£5* riv.“lm l °z 


I9IFFICUUY: 





(PQfc~- 


h*—r 



1 L m tf fo ii i **^ 

iM ir ° 


If you fond inside one of the mysteri¬ 
ous circles, the Bob-ombsvwli give 
you a ride on.their mothership for a 
sma I foe of 10 coins, then warp you 

sis " ,ckv - abr “"=' 


ft shouldn't surprise anybody that the 

SSsasssBST 

SJ* 3 ** cn the board The forge 


~ taaa < 

A spooky stranger will be happy to 
pjt a curse on a rival for only five 

mtntP® CUrSC Wl11 P UtltS WCtim 

he r frim m 0t,0n ' Panting him or 
ner from moving more than three 

spaces in the next turn 



J“S£ V° u re counting on a warp to 
another part of the board you may 

2 ° lnv « st m a Skeleton Key V 
Unlocking a door is the only non- 

warping way to move over to a dif¬ 
ferent part of the board 
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The rivals must venture into the Haunted Forest as wiz¬ 
ards to face the spme-chilling challenges of Horror Land 
The highest-ranking graduate from this sorcery school 
wdl match spells with the Wizard Bowser- 

DIFFICULTY: 




Eyeballs arc supposed to move in 
your hood not roll down the street 
This eyebnll apparently doesn't 
understand the rules It will warp you 
across the board on a diagonal path 
for just tD corns 



The sun drops from the sky and dark¬ 
ness descends—or night turns to 
day—when Tty of the rivals lands on 
this Happening Space Depending on 
the time of day. different things can 
happen on the board. 



Is the sun hurting your eyes’ Don't 
bother putting on shades When you 
get to Mystery Mansion you can 
turn out the lights For 10 coins, you 
cho turn on a magic lamp that brings 
on the night 



If you want to gat past these big 
Tnwomps, you II have to part with 
five coins—and that s only during 
daylight hours The blockheads sleep 
like a ton of bncks at night, so you 
cant even pay to pass 



msi) 


After battling your way through the board games, you 
can go to the tree-lined park to purchase the home ver¬ 
sions of the minigatncs you've already played. 


© WOODY 


Before you can play the mimgamos in the park, you! hove to go to this tree to 
buy the ones you want All he'll give you a t first are the One vs -Three, Two- 
vs -Two and Four Player Games, but after you play thp Mimgame Coaster 0 
fuw times he'll offer you other games 

© .MINIGAME PARK 

After you've given the tree all your coins for the minigames, you II liml them m 
the park, where you can play them to your hearts content You'll select play¬ 
ers and sta^t just «s you would m the board game, but you <1 nd that you car 
access new stages that weren't available befora 


© MINIGAME STADIUM 

You can ploy the Battle, Trial and Duel Mimgamesin this tournament like set¬ 
ting. The Trial Minigame board allows you to play a certain number of 
nnmgames, then a winner is determined by the highest number of so:ns in 
Battle and Duel Minigomas, you can play a sei of odd numbered matches. 

© MINIGAME COASTER 

After you've bought nil the One- vs -Three, Two-vs -Twoand F our-Player Mim- 
garres. Woody w;»l make the Mmigame Coaster appear Vmi f apdanother pby 
er must clear all the mimganws in nine worlds to win The difficulty setting 
gets more challenging as you progress to different words 


© RECORDS BOTTLE 

Once you've beaten all the mimgames, you can challenge yourself or other 
players to beat your timed records Once you've set the records, they will 
automatically be stored in the Records Bottle 

© COON BOX 

After you win coins in various places in Mario Party 2, a'l your loot will be 
stored in the Com Box Make a visit if you want to see how many games you 
can afford or just to wallow in your riches. 



NINTENDO POWER 











> 






There's a wide variety of exciting new games—including the Item and 
Dueling Minigamcs—m every category to keep you and your opponents 
busy while you're exploring the fivt boards. You'll also find updates of somt 
old favorites from the original party. 


ITEM MINIGAMES 


Just because you land on an Item Space, it doesn't mean you're going to get anything You 11 need 
to step up to one of see challenges before you'll be rewarded with a prise If you're good enough, 
you can even get the specific item you want. 

Roll Out the Barrels ^ 

The six barrels conceal five items you want C" L 1 

and an annoying little pest that you don't ^ Jj wffp ' M 

want Take a good look when the bnrrols lift t t 

up to reveal their contents, then follow the 
progress of the item you want When they ^ 

stop moving, take your pick. r* : , 


Valuable items are spinning on a plat¬ 
form \bu must smesh the two blocks 
beneath them. Baby Bowser also is on 
the platform, but he has only one block 
to hit Time your swings to get an item 
before time runs out 




. 



Give Me a Brake! 

This Western Land Mmigame is o not-so- 
simple matter of stopping a tram \hu II got 
whatever is in front of the arrow when the 
tram finally stops Keep practicing to soe 
how far the tram goes before its breaking is 
complete 


Hammer Slammer 

Ring the bell to win a prize Or, we should 
say, ring the prize to win a prize Bowser is 
waiting at the bottom of the pole to deny 
you your item, so don't hit the lever too hard 
or too soft Raise your hammer just high 
enough to tot the good stuff 



Coffin Congestion 

It's a macabre version of the old shell game 
Five of the coffins are being used as stor 
age space for items, and the other one 
holds Baby Bowser He's very much alive, 
despite his hiding place. Pay attention as 
they move and choose wisely 



Bowser Slots 

You're protebly used to Bowser's thievery, 
but this time he's come back as a one-armed 
bandit The key to this gamp is to stop the 
first wheel on the item you want then 
match up that item on the next two wheels 
Easier said tbnn done 


BATTLE MINIGAMES 

When someone lands- on a Battle Space, everybody must get 
ready for action. Put youy money m rhe pot then take a stab at 
winning the whole dung. 



Bumper Balloon Cars 

The business end of your bumper carhas an 
array of sharpened steel spikes The bnck. 
has a fragile balloon Nbur opponents are 
similarly equippe d Try to keep moving for¬ 
ward by pressing Up on the Control Stick, 
then hit targets of opportunity 



Day at the Races 

As in regular horse racing this game 
requires you to put your money on e con¬ 
testant then watch helplessly ns it wins or 
loses Don't let its appearance fool you—a 
ghost doesn't necessarily win out over an 
animated bnck wall or a block with no legs 



Rakin' 'em In! 

This is just your standard, everyday game 
of mushroom raking Ench nva! operates a 
backhoc in fin etfort to maximize his or her 
mushroom intake Vbu'll want to avoid the 
Purple Mushrooms, which count against 
you Gold Mushrooms are the best 



Bowser's Big Blast 

Four players Fiveswitches One detonator 
Thn players each tske a turn hitting the 
switches If someone hits the detonator, 
the bomb goes off and that player is out As 
each player leaves, the number of switches 
decreases by one 


RETURNING BATTLE MINIGAMES: 

Grab Bag Hot Bob-ambl 

Face Lift 
Crazy Cutters 
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DUELING MINIGAMES 

Throw down a challenge to one of your rivals and engage in a dud These two-person 
battles all tend to be quick and decisive, so if you have a score to settle with someone, 
go to the glove. 



Saber Swipes 

fn Pirate Land, sabers are the duelrna weapon 
of choice Swordsmanship isn't judgnd on 
ferocity or strength, howeuer The keys to 
winning this contest of clanging steel are 
memory and speed Thu first player to com¬ 
plete the button pattern wins 




Mushroom 


Making soup is as simple as fallowing a 
recipe in this miniaeme OK, maybe it isn't so 
simple after all Match the commands as 
they flash in front of you Whoever comes 
the closest to the magic recipd will pocket 
some change 



Quick Draw 

In the Wild West, people settle their differ¬ 
ences with popguns nt ten paces Both 
players must wait at least three seconds 
before they turn and draw The first draw 
wins You ge tone more chance if you draw 
early, but you lose if you do it twice 



Psychic Safari 

^his safari of the mind is actually a race for 
the fingers The duelists cer five seconds to 
hit the A and B Buttons alternately, charg¬ 
ing up their giant mushrooms for battle The 
fungus with the greatest infusion of psy¬ 
chic energy wins the match. 



Time Bomb 

You mey break out in a cold swe at as you 
join the bomb squad for a quick and explo¬ 
sive challenge The duelists have a set 
amount of time to defuse the bomb, but the 
trick is to count down on your own One, 
one-thousand, two, one-thousand. 



Rock, Paper, Mario 

Yes, this game is a variation on Roc k, Pfipur, 
Scissors The rivals pick one of three char¬ 
acters Mano, Peach or Bowser Mario 
beats Bowser Peach beats Mario Bowser 
Beats Peach. Make your selection and see 
who wins this battle in Bowser Land. 


4-PLAYER MINIGAMES 

It’s every rival for him or herself Many of these games involve 
winning through a process of elimination, whiiu others require a 
race to the finish. Stay focused on the goal and watch your back. 



Lava Tile Isle 

These moving tiles are the only safe places 
to stand in the pool of molten fava—aid 
they really aren't all that safe The tiles 
shake and move. There’s also the small mat¬ 
ter of throe rivals who ere looking to kick 
you into the volcanic goo 



Shell Shocked 

The tank shells ere flying fast and ferrous m 
e four way battle for supremacy Use the 
cennon barrels on the floor for cover—and 
hope that your opponents knock each other 
out before they turn on you You can take 
only one hit before you’re out 



Toad in a Box 

Hit the spinning box as you would n dice 
block Ifjou manage tohrt it whan the pic¬ 
ture of load is face up, you'll inch ahead in 
the standings However, every time you 
move up, the box spins faster You’ll need 
some luck to get the winning hit 



Media Marathon 

Wind up your Shy Guys then let them fly. 
You’ll need to expend all your effort before 
the race begins, turning the key to power 
your entry Alternately tap the A and B 
Buttons ns fast as you cen, then cross your 
fingers as the race unfolds 



Roil Call 

There’s e slew of Bob-ombs milling about in 
the forest, so its time to take a head- or 
fuse-count Quickly calculate the original 
number of Bob-ombs nt the beginning of the 
minigame, then subtract from your total as 
they blow up 



Abam 


nShip 


Race to the top of the ship's mast before 
your nvals do It s likely thit some of the 
contestants won t make it to the end of the 
race The witcr is rising fast and pesky 
critters keep jumping up to slow you down 
Focus on climbing, not coins 



Totem Pole Pound 

This gjme is kind of like Toad in a Box m 
reverse The contestants need to pound the 
top of the totem pole, driving it into the 
ground Speed isn't the main issue here—the 
higher you ;ump, the farther you pound the 
pdedown on each drop 
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Honeycomb Havoc 

A bounty of treats and coins tumbles down 
the tree branches into the rivals' baskets 
Each player cp.r have only one or two of the 
items per turn. Count carefully to make sure 
that you don't end up stung by bees hidden 
among the treasure 



Sneak 'n' Snore 

The Chain Chomp at the end of the corridor 
is snoozing, so its a good time for o barrel 
race The barrels are for protection, not 
transportation When the sleeper awakes, 
duck inside your barrel Don t go too fast, or 
you won't duck in time 



Dizzy Dancing 

All the rivals want the musical note in the 
Centur of the record album Unfortunately, 
they were all standing on the record while it 
was spinning, so they can t walk straight 
Take a moment to figure out your controls, 
then heed for the center 




Tile Driver 

The scrambled panels will create a wm- 
ning picture, once you ve f lippadtham 
into the nght configuration Keep check¬ 
ing the original picture to mike sure 
you re working on the correct face. Once 
you're sure, pound asfast as you can 


Deep Sea Salvage 


Coins and money bags are being thrown 
overboard—a bonanza for greedy sub¬ 
marine captains Try to stay close to 
tb" surface but not too close Every 
once end a while, a mine gets tossed in 
the water instead The blast will tem¬ 
porary paralyze you 


RETURNING 4-PLAYER MINIGAMES: 

Hot Rope Jump Bumper Balls Tipsy Tourney 

Platform Peril Bombs Away Hexagon Heat 


Skateboard Scamper 
Slot Car Derby 


Shy Guy Says 


2-VS.-2 MINIGAMES 

Despite your better judgment, you’ll have to make a truce with a 
rival for these two-on-two contests. If you team up successfully, 
you'll share the wealth. 

Sky Pilots 

When you fmish this minigame, your arms 
will be tired One person steers, the other 
person flaps the wings. Flaps should be long 
enough to get tho lift you need. The pilot 
should avoid the cannons and mines that 
slow you down 


£?m\ 




Speed Hockey 

Two teams face off on the ice, each trying 
to get tho puck into the opponent's goal 
The morp times you hit the shell, the fester 
it moves. The team with the best combina¬ 
tion attack should be able to score three 
goelsforthe win. 


Cake Factory 

Food preparation can be herd work, espe¬ 
cially if trio food is flying by on a conveyor 
bait If you're grabbing the cakes, time your 
reach a bit before it reaches you If you're 
putting down strawberries, keep tabs on 
when your partner snatches a cake. 


RETURNING 2-VS.-2 MINIGAMES: 

Toad Bandstand Handcar Havoc 

Bobsled Run Balloon Burst 




looney Lumberjacks 

Two teams of lumberjacks compete to cut 
logs in half with crosscut saws One team 
member must hit the A Button, then the 
other one hits the B Button The team that 
guts into a steady rhythm of altema ting 
cuts will saw its way to vie tory 


Torpedo Targets 

As with Sky Pilots, this minigeme requires 
good Integration and communication. The 
sub drivpr should stnvp to qet as close to 
the targets as possible, giving the torpedo 
launcher a clean shot If you cen't get close, 
try to keep the target in sight. 


Destruction Duet 

Vandalism is not e good thing, unless you're 
tearing down a statue of the tyrannical 
Bowser Players on each team should con¬ 
centrate on different types of attacks for 
m axim urn do struc tion Use grou nd pounds, 
kicks and punches m combination. 


Magnet Carta 

Each team needs magnet-equipped cars to 
collect the pile of money available in this 
game The cars steering is similar to the 
bumper cars, so maintaining control of your 
car is tho key to collecting coins. Try to 
clear a path to the treasure chest 
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1-VS.-3 MINIGAMES 

A lone player muse face off against the rest of the rivals in thest contests, but chat isn't 
necessarily a disadvantage The single pi lycr is vulnerable to multiple attacks in only 
one of the games. 



Move to the Music 

One player gets to make up some dancp 
moves, then the other throe must Quickly 
Itim the combination. Try to pick a confus¬ 
ing combination if you're the lone player 
Each dancer should try to mimic Alt the 
moves, so no one misses dunng a turn. 




Shock, Orop or Roll 

The barrel roll of lumberjnekfame was 
never so treacherous Three players need to 
stay on their feet and on a mstal cylmdet, 
while another plover controls the direction 
Quick shifts should send everyone tumbling 
into the bolts of electricity 



Bob-omb Barrage 

Float around the pooI on e wooden ref t 
while your rivals pelt you with cannon balls 
Try to keep moving around the pool or get to 
an area on either side that’s drfficult to tar 
get The gunners should concentrate on 
petting the proper flinging distance. 



lights Out 

SomFthingnasty is wandenngnround in the 
darkness One player must try to hit the 
other rivals with a hammer before time 
expires. The lighted players should stay 
away from the center The hemmer-wield- 
ing player has easy access to them there 



Look Away! 

This game works like a reverse version of 
Simon Says,Three players attempt to look 
a direction the ’one opponent isn't looking, 
trying to fake out the player before the 
music stops Thp single player gpts several 
chances, so keep those faces moving 



Filet Relay 

Relay races usually don't carry such a foul 
stench One rival scampers across the ice to 
the finish line while the remaining three split 
thp duties over the same distance You must 
run fast to win, but slowdown on the icy 
slopes or you'll fall down 




Three players sre spmimobile archery tar-. 
gets while the fourth tries to skewer them 
with arrows The targets should spread out 
as thinly as they can to avoid pinning each 
other against the side The archer should 
patiently pick one target at a time. 


Quicksand Cache 

You know the old saying It's good to be tlfe 
guy who controls the quicksand Keep your 
rivals off balance so those tumbling coins 
roll your way If you are one of the three 
players in the sand, try to match the direc¬ 
tion of the swirling srmd ss bust you can 


RETURNING 1-VS.-3 MINIGAMES: 


Bowl Over Crane Game 




You won't be denning up the cups and plates 
for quite awhile in this jam-packed Game Pak. 
Keep pushing for new records and more deci¬ 
sive victories over your friends, foes and fam¬ 
ily members. MP2 extends an open invitation 
to continued competition. & 


um 


Like any good party, Mono Party 2 has plenty of hid¬ 
den surprises. After you finish all the board games and 
make purchases in the Minigame Park, you'll come across 
some fun challenges Keep playing to discover the secrets. 


BOWSER LAND 


The only thing bigger then 
Bowser's appetite for coins ish:s 
ego ’t would be unlike him just to 
let the rivals teor through the 
five board games, handing him 
five straight defeats You’ll need 
to get through the toughest 
board of a’l to claim victory 


HIDDEN MINIGAMES: 

Rainbow Run Driver's id 

Dungeon Dash 
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Drift off Into the colorful world of children’s dreams—and night 
iafes—with GT Interactive’s 40 Winks, a whimsies! adventure yc 

|\ a , might just lose ^eir^err y 


^ * night a mother tdls her restless twins* Run and 
'•* ^e, a bedtime story aboutihe Winks, crcaturtf 
#•*» giye.children sweet dreams, and die HoodW** • 
mean little creatures responsible for nightmares. 
Thar same night, Nitefeap, a cranky old insomniac, his 
toady, 'Ihreadbcar, and die Hoodwinks kidnap the 
Winks in ah effort to stop pleasant dreams forever. 
Now, only 40 Winks remain, and Ruff and Tumble 

_ must enter the dreamwor save the® 

I EVERYONE I 


r.|b about a dream team' Ru« 

}g*SSSSS2fe 

Sfassss as 

work together. 
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Ihe first dream realm is place where vftrr- 

waives warn free and ghostsiurk around. every cornier 
Watch out for thw spiders thit sldtiter across 
Boor—and try not^towke-fli^ monsters. 


TICK TOCK MANOR: 2 WINKS 

Q DREAM KEY H DREAM 

--- =1 Enter the door to your toft, A ^ I 2 -- 

follow the ^ w,stm 91^‘ 5 ' m A I 

f cross the planks to the file 

rVUlVH^ ■ vatorandtakpemte Wait 
( 19i tor the raft Jo swing nruimd 

a the see of supernatural 

L^dR 4 green muck, then nde the 1^^ 

bjS2fi0^n|^m I rtift until you sec the blue 

J key. Jempup end gmh it I-——■ -- — * 


f WINKS 

? Rescuing the 49 
Winks is your mein 
objective To get 
them, you'll need 
to pick up or use 
one of the other items 


Defeat the HoodWink* to I 
open the door, then hit j 

the switch. Go hech to 
collect the cogs in the I 

left secret passage and 11 

Ihe Wink in the right one. j 

Retrace your si eps to the 
etfUaece-^the next i 

Dreamkey is right in front II 

ol the 19-Cog AagtM% . Nl 

Eeiei the 3D CogDnar, Butt- 
bounce on the button to stop 
ton-furniture, thee climb on 
toe suspended furniture to 
pick up.cpgs Be sure to pick I 
up the cogs on Itto balcony; or 
you won't have enough lo 
open the 40-Cog Door 


oocs 

Pi h up all the cogs 
yo» can find—they 
a < literally the 
kc*s to many of the 
d ’*rs. 


DREAMKEY 


Butt-bounce on the button 
to loclc the first three 
trapdonrs. Find the Star 
box and jump in to become 
a Wizard Bull-bounce on 
the stor button to loch the 
remaining treps. At Jhe 
end of the room, collect 
the Dreamkey. 


r DREAM KEYS 

Four Dreomkeys ore 
hidden in every leveL 
They ere collectnd 
t • -lock the Bass Level 


DREAMKEY 


Go bach la the first elevator 
then past itio a second eleva¬ 
tor. Go through the dOoro* *« 
left end ButK-bounce on the 
button ol the end of the hell 
This will close the trapdoors 
you have yet Jo see. Go hack 
out end dowitf ttojml! take a 
feft and pick up a Wink. v - 


I Run into the fireplace when 
the fire subsides. Bounce 
on the buttM to open up a \ 
secret passage in the 
room. Follow it to an eleva¬ 
tor Get off end walk down 
to an open doorway where 
e Draamhey is hidden. Jump 
onto the bookshelf aid mto 
rC the picture far a surprise. 


JACK-IN* 3NE 
THEBOXE5— J''? 

Jump in the hoxes m 
to tronslorm into e 
Wizard, Ninja, MonsJer or 
Siipeiiiera, complele with 
special powers. 


WITCH WAY WOODS: 3 WINKS 

DREAMKEY 


MCA4HI 


DREAMKEY 


Swnn down into the 
underwater tunnel, e void 
tog the Puffer fisli Jhe 
tunnel opens uptirasmall 
pool—explore it for the 
Second Dreamhey. Pop oul 
of the water and get the 
cups in th&box as quickly 
as possible 


Jump into the Jeck-in-the- 
Bnxto become e Monster. 
Find the cliffs on toe left 
then unlock toe door by , 
bouncing on the button. At 
the end of the caya fo'a 
Drejiijiksy. Collect Tttoen go 
back fcnjmBox erpTumer 
the fcater as 0 Monster. 


Enter the open field and 
defeat the werewoff to 
unlock toe first door on 
the right lnslde to a Wink. 
Enter the next door and 
jimp into the Jach-in-the- 
Box to become 0 Ninja 
Jump on the button end 
open the lest door to find 
another Wink. 


If yap work quickly end 
reaph this point es e 
Monster, you' II e cceSs 0 
hidden area by using your 
Monster hulk to Butt- 
bounce through the 
ground. This area is fell of 
goodies, so make sure you 
pich up everything. . - 


After you make ft through the house 
by colfecting cogs, defeoting mon¬ 
sters end cutting through 0 fireplace, 
you will find the lest Wink in e cage. 
To open the cage, you must defeat 
the witch hy hitting her whee she s 
low enough, while avoiding the fire¬ 
balls she throwo at you, 


Enter the hole in the 
ground end go through toe 
door. When you emerge 
into the open, turn left and 
find e Dreemkey. Jump into 
toe water end folfow the 
Junnel, where you'll find 
toe fast Dreamkey. 










OREAMKEV 


Pick up the Drenmkay 
hahtml the tree to the right 
of the entrance to the 
first cemetery. If you 
knock off every zombie 
that heads your way, cogs 
will appear on top of the 
fresh groves. Collect Id 
cogs end head through the 
18-Cog floor 

The warp leads to acirctr 
larfield Wfalk directly 
across the field and look 
behind the tree for the 
thirdflrcamkey. Defeat the 
enemies and pick up the , 
cogs. Then go up the 
steiro end hit the Monster 
button to otfsn the door. 


Beyond the second ceme¬ 
tery you will find e Jeck- 
in-tne-Box that turns you 
into a Monster Walk peat 
it end look behind the tree 
for the second Dreamkey, 
than follow Die famt stone 
path to a warp cloud. 


When you walk toward 
the fresh grevee in tha 
next cemetery, zombies 
will pop up Defeat them 
for cogs, the* look behind 
the tree for tha last 
Dreemkey. Go down Die 
hellway end toest the 
ghost, then pick up eysry 
cog you can find /} 


(ip all the way back and 
become a Monster then 
retool to the eree with the 
uneven ground. Butt- 
bounce on the round week 
spot snd uncover the path 
to plenty of coge snd the 
first Wink. Go through the 
gate and up the stairs. 


Find the 38-Gpg-Boor end 
the warp behind it. Take 
the efevetor and move up 


S to the next cemetery. To 
the left is e Ninja Jock-in^ 
the-Box. As e Ninja, haad 
down into the hole in theft 
ground and ride the water 


to a new area 


|M Collect all the eog£«;the 
underground tunnels and 
defeat all of,-the enemies 
you run into. Take th e left 
M branch of the tunnel first 
prj then handle the'right 
H branch At the end of the 
jjj right tunnel, you will find a 
9 Warp. Use it. X 


Go back through the 30-Cog Door and 
ride up the elevator, then turn left and 
take the 48-Cog elevator up to e hole 
n the ground with e fence around it 
Drop through the hole end pick up ell 
the items, then ride the odd blocks m 
the middle down to another chamber. 
Squish elf of the HoodWinks to open 
the cage and rescue the lest Wink. 


Threadbear rides atop an altogether ooky 
Spider and chases you around a small spi¬ 
derweb-strewn clearing. You’ll have to 
stop the spider to move on. 


A Witch is wandering around Haunted Hi jinks 
just waiting for you to give her a good smack. 
Once you have hebattemion, she will challenge 
you to a race around a spooky course. 


The icky, sticky spiderwebs 
will slow you down and pre¬ 
vent you from jumping, so 
stay away from them when 
possible The spiders are 
not slowed by the webs m 
the Jeest, which makes the 
webs that much more dan¬ 
gerous to be stuck on. 


The floating blue circles 
you come ecross in the 
qbuf se give you a turbo 
charge when you fly 
tkrougttfhem The burst of 
speed is’brief but very 
helpful, especially on tha 
third end final lep around 
the course 


If you let the mammoth spi¬ 
der chase you long enough, 
it will tire and fall asleep. 
Hit the spider while fts 
eeleep. When it jumps at 
you. run ewey as quickly es 
possihfe, then squash the 
smell spiders that sppaar. 


The smell spiders should ha 
squashed swiftly. The big 
spider will not attack while 
the little spiders ere scur¬ 
rying ehout, so don't worry 
shout wetchmg it Whaa 
you flatten the leet little 
spider, the big spider will 
start chasiag you agek 


Jf you win the race 
ogoiast tha Witch, you 
will get to keep eity items 
you manege to pick up 
elong the way The tunnel 
to the right of the stone 
bridge mokes a good 
shortcut, and it also has 
some extra goodies. , 
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This aquatic stage will have you soaked to 
the 'bone. Walking sharks and deep sea 
divers attack on land while swordfish 
strike in the sea. 


SPLISH SPLASH 

Efe DREAMKEY 


IREMtll 


OREAMKEV 


Jump in the water and 
swim left to find the sec¬ 
ond Dreamkey Swim 
eround end collect if ems, 
then find tha warp, which; 
takes you to a tunnel with 
e Walking Sherlt Past the 
shark Is anelevefor to nde 


Enter the 10-Cog Door. 
Tokfc a left and jump into 
tha Jeck-inthe-Box fo 
become e Superhero. 

Walk past the chests end: 
use the Superhero's jot- 
pack (double-jump with A) 
to reach a ledge with the 
first Dreamkey. . 


OREAMKEV 


Ignore the elevator ie die 
room with the Wink and 
jump back into the water. 
Enter the other underwa¬ 
ter door Swim eround, col 
lecting items, end watch 
closely. The tunneljpanch 
es off to thejighr, end e- 
Dreamkey is hidden there 


Jump in tha Wizard Box 
and transform, then hit 
the water. Swim over 
hubbies to breathe on 
your way to the far-right 
tunnel, and enter it. Swim 
up and into e room that 
houses the first Wink. _ , 


OREAMKEV 


Walk down tha hell and go through 
the green door Stay io the left, hit 


Go bock to the 30-Cog Door 
then toko the door to the 
left Walk up the spiral 
staircase (remember to 
pick up cogs) then tump into 
the water. Swim through 
severef doors until you get 
to e Dreamkey. Swim up and 
tump out of fhe water. 


the switch, thee fall through the 
trapdoors fo the next level. Hit the 
switches on ell the levels then use 
the elevators and wsrps to get beck 
upto the newly open door—end the 

t art a I T* 


Wink behind it 


CRAZY CRAB CAVERNS: 2 WINKS 

- - a Swim eround until you find 

an Ma ^ilh Ihreo doors 


»I)CAA Til* 


Co back fo the room with 
three doors and enter the 
10-Cog Door. Swim.through 
the werp to another'r^rrr 
with pilfart: ./ump up and 
across the pillars to the 
Jack-in-the-Bux end turn^ 
into a Wizard to collect 
the e'og*> more easily 


DREAMKEY 


uvImManMouflli out 
ifveh.OfMhfotiwiO 


DREAMKEY 


Go through the 20-Cog 
Door to a steemy Java 
area Jump eraund collcotr 
liig things until you find the 
statue, eyes ef lame, spit* 
ting fire. Across from the 
statue is e door Enter and 
smash the chest to raveel 
a Dreamkey 


Hit the switch to unlock the 
door next to IL Enter the 
door end follow the peth to 
e Dreamkey If you defeet 
the crab in the pool you 
will unlock e secret room 
filled with sunken treasure 
It's easier to defeet the 
crab as a Wizard. 


DREAMKEY " WINK 


Go ecross the bridge to the 40-Cog 
Door. In the first chest on fhe right is 
the lest Dreamkey If you have the 
Wizard costume on, pound on the 
switch Go back oot to tha stetue 
thet spits fire to find a secret room 
open next to it Then warp tack to 
the beginning and enter the 40-Cog 
Door Behind it is the lest Wink 


Jump across e few patches 
of lava until you reach the 
30-Cog Door In the room 
beyond the door is e Wink 
end e switch Butt-bounce 
oe the switch to activate e 
bridge to the 40-Cog door. 
Collect the Wink end anjr 
thing else m the room. 










CRUSTY RUSTY WRECK: 3 WINKS 


Av lie Ihfswdydfish and 
enter th sliding door to 
Hi® left of the prop ill >r 
Swim up to th* surface 
amt hit the switch 10 snip 
tbeis teaiil hum hurtling 
you Collect the cogs then 
go through the door. 


Use your idng rmi a * 
attack to hit the Per; Sea 
Diver across th i pip), 
then ■liv# inf# the pool an 4 
called tha cogs in the 
tunnel Resurface end 
ernis to the elevator 
Collect items on the next 
two floors of the house. 


DREAM KEY • WINK 


Go through the rooms, 
unlocking doors by defeat¬ 
ing enemies, lake the ele¬ 
vator up and carefully lump 
bach and forth across the 
ledges to collect items. 
The doers will open to 
reveal to a first Dreamkey 
and toe first Wink 


Telus the elevator up to the 
thirifcf loor thenjump over 
the trap d.Ojbr Colldcttoe 
cogs m the room thenliac% 
track down to toa tiist 
♦loor ond enter the 20-Con. 
DooE Jump into the warp in 
enter the next area. 


DREAMKEY x2 


Pop out ot the water end go up the 
stairs Explore the rooms One of 
them has a Dream hey over e hole in 
its lloor. Take the warp to thenext 
pool, swim down to anotherJtolB and 
enter Svvrmthrotigli the tunnel, try 
mg not to become oyster food, and 
collect the Dreamkey in the room to 
tha right 


Gq back through the level 
t«v the smell pool in the - 

UoaiSwim around the 

* - -■ - 


roams, collecting itams, 
Vkfng a Dreamkey in toe 
a* ' nd rqnm Swim out of 
those mortis andaround the 
ship to the other aide end 
fM*rttievhi£M 


Hit the switch to ectivate e warp to 
the OBteide water. Collect Id cogs 
end get bach mside through the 40- 
Cog Door. Backtrack to toe cage and 
BBva tha Wink. Jump into the water 
end swim out of the room and ell the 
way down the hall. Pop out of the; 
wafer and look right for e 3{f Cog 
Door With the last Wink behind it 


Swim tt the left side oftfle 
tunnel and jump out of the 
whiter. Change into e Ninja 
then swim back through 
the fynnat.Tafco'.g left at 
the end of the tugnef end 
lump out Of the w^jer. Hit 
the Ninju bolton and go 
through the open doer. 


UNDERWATER RACE 

/ • * ndcrwaUT Rac*\ Tbreadbear's chant- 
p> i $ Waiting Shark wearing a jetpack-The 
'W&lrlM, g to a race if yon hit jurats 


Threadbear can't seem to fight you on his own. This time, he has enlisted the 
aid of a Mechanical Crab. The little crabs that wander around the boss area 
arc the biggest danger to you. 


Make the Mechanical Crab dizzy 
by running Broimd it in circles. 
When it stops. Butt-bounce on 
the creb to weaken it Keep mov¬ 
ing around the level avoiding the 
scuttling craba un tha ground. 
You can orach tha crabs, but 
they ere pretty tough to cetch. 


This race takes pracR par¬ 
tially undarwater 
Whenever it seems like 

B the course has 

ended, it s really just cpn- 
tinuingunderwater.so aim 
v 1 for the wdter and maka e 


Just before you head into 
the wetBr (of the second 
time in the coarse, look to 
toe right for b shortcut 
Tha Walking Shark won! 
take it, so doe'tletits 
path confase you. 
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i, this drtam realm comps com- 
il small, robots, Mooo Mice and 


2 WINKS 

dreamkey 


COSMIC CHEESE 




Find lha Superhero Jack' 
in-the-Bpx end make 0 
quick change, then fall 
through the crater in the 
center of the room Pick i 
the Dreumkey end knock 
out the enemies to open 
the door. Use the Wizard 
box to change again. ■ 


Take the tunnel to the left 
and continue up the stairs 
to the upper level Cerefully 
walk along the narrow 
strip then jump across the 
two [edges to the door and 
enter. Yba don't need to 
collect cogs at ell m this 
level, so don't bother. 


DREAMKEY 


Activate the button, then 
continue to the ledge. 
Drop to the next ledge 
below end lump across to 
the ledge on the left. 
Enter the sliding doors to 
fmdu Droemkcy, Go back 
Wand jump toThe ledge 
on the left 3k 


As a Wizard, use the double 
jump In tench the ledg e, and 
follow it up to an opening. 

Go straight through to pound 
the Wizard button and auto¬ 
matically warp to a new 
area,Carefully take e left at 
the cffff and follow the path 
around. 


DREAMKEY • WINK *2 


DREAM KEY 


The second-button opens the lirst 
door,which hidesaSuperherobox and 
the lest Dreamkey. Backtrack down- 
over the narrow bridges to the ^ 

Superhero hotton, which opens a 
-panel to a Wizard box. Change into a 
Wizard and go heck uu to the room 
with ell the buttons Hit the ..Wizard 
button and rescue the lest two Wmks 


On the thin rock bridge, 
veer to the right then the 
left, end follow the path 
through lour doors. A < - 
Dreamkey ie floating over 
the narrow path, just 
under where another 


bridge passes overhead. 
Continue on the straight 
end sorrow end go through 
thedooronthe lett. -* 


LUNAR MICE METEORITE: 2 WINKS 


DREAMKEY 


Pick up cogs as you ride 
the conveyor belt to the 
top, where there is a Ifr 
Cog Door. Entor the door 
and drop into the tifae on 
the floor, which holds 
first Dreamkey Continue 
up the tube to Ihe end, hop 


Pick up the two cogs m the room you 
begin m, then walk down the hall 
(takiiwnot* nf.|he elevator on the 
right) and make n left to e room with 
Wweycr belts Findithe Superhero 
box end change Go to the elevator, 
ride up, IhewSpt tfte-Superherobutton 

to start the dtftffsvor helfe ft 


I out and enter the warp 


dreamkey 


Rim through the gleaming halh 
ways, picking ep cogs es you 
go The hallway with the ‘‘ 

Wizard button has a Dreamkey 
around a corucrat tite end. 
Take the unlocked door to e 
room with two doors. Collect 
cogs, then Butt^bounca on the 
button lo open the locked door 
back in the hallway. 

Walk eround to the eleva¬ 
tor and lake it up Go 
through the halls andteke 
the door on the left Wind 
around until you find the 
Wink. Then backtrack and 
anter the well across from 
the door, where tho other 
Wink is waiting. 


Follow the Rocket closely as the 
doors open for it then find end enter 
the elevator Make your way ground 
and enter the 20-Cog , Boor when you 


have enough cogs. Defeat the flying 
robots to open a door. Follow the 
path to the 38-Cog Door, picking op 
cogs elong the way Hit the switch 
behind the door and fellow the new 
path lo e warp. 

Go through the newly opened door 
end Butt-bounce on the button to 
open the door back in the room. Enter 
that door and changa into a Wizora. 
Hit the Wizard button In the hell and 
take tha door to the moving platform. 
Collect the Dreumkey on the shelf 
then walk through the door and hang 
e left for the lest Dreamkey. /v. 
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SNOOZY WOOZY SATELLITE? 3 WINKS 

n FI DftEAMKEY 

Jt 


Mil AAJUP 


Jump dawirto tta lower 
level uni mwi* file box t* 
jump onto the syncsshi - 4 
Slonvtht puttfim and jump 
back down. Enter the back 
ri * & spaceship and hit 
the e witch inside- Chany e 
into a Superhero end jet¬ 
pack up to the door. * 


Fall down to tbs lower 
£ 4 ^ Iftvel and renew your 
flpfggl Seperhero status. Ignore 
the button for now 60 
fc thcough thti 10-Cog Door 
p f and Jut the switches to 
open the next door, hi tb*? 
biq room with a conveyor 
- • u will find 0 Wink. 


Once you have coirected 
20 cogs, go hack to the 
robin with the butte* end 
Butt-bounce on ct Go 
throagh the door mid pick 
up the second Wink 
behind b 20 Cog Gate 


DREAM KEY 


Defeatthealiens !p open the dour. In 
the *ektarea, carefully collect the 
cogs above the pistons with 0 double 
jump. Change into a Superherowhen 


1 Into the Superhero 
1 again and go back to 
M'Om with the convey 


• «'t Jump up to the 4 
4 •* •nti fimithe elevator 
the elevator down 
and defeat th* monkey, 
the* tut the Superhero 
fcpto* to activate the 
"•w in thfi other-room. 


t you fmd the Ja ck in-the-Box and 
iuiitpac^is& die platforms to the 
! nexi jttt&h Go up OVe rcd passage and 
l; use^our-lony range elfack to groand 
rtfte Monkey Cosmonaut Jump across 
tq the warp. 

To the right of the purple hellway is e 
ledge yo* will need to jetpack up to. 
Use the jetpack to work your way 
across the ledges then eater the 
door and work your way across more 
ledge s/fiyingacrossto the cogs , 
along the way. Go through the 40-Cog 
boor change into a Ninja, the* come 
hack outsort htt the,Ninja butte* 


Mlow the purple-walfed 
path down to a door. Where 
the path branches off to ' 
the right Toke the branch 
into a tall room? end look 
around for a Dreamkey. 
Make yoiir way back tolhe 
purple area end take the 
path you didn't before; 


OREAMKEY • WINK 


Stand at the top ut the rock pile to 
make it descend like an elevator olid 
take yo* to a secret room. Jump on 
oner of the floating blae platforms and 
ride it to the next area. Neor the arch- 
wayis the last Dreamkey Off of the 
pfotfbrm, get Nmjs tmd again end grab 
the bar. Go over the bar to 0 Nirije but¬ 
ton that releases (ha last Wink. 


r Piit iha repots out of cunt 
mission to open the ©leVfj 
tor As e Ninja, jump up and 
grab the bar overhead and 
? wolk hand over hand tot he 
I other side, (tet up on 1 h£ 


floating platforms then ride 
the conveyor belt Look up 
for the Dreamkey " 1 »* 


* contact with the alien flying arpwnd 
L tics. It will challenge you to a spfice 
**ir«\ -ritfutive rocket vs. the latest in hot 


Aim your rocket toward this 
Idue-and-green pipeline for 
a snazzy shortcut with 
bonus Ruff end fumble 
Goins. The alien does use 
this shortcut on occasion, 
so make sure you cut ear¬ 
ners tightly and use the 
blue rings fur n turbo boost 
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THE WORMS GO MARCHING 
TWO BY TWO, HURRAH, 
HURRAH! TO BLOW APART 
THE EARTH TOR YOU, 
HURRAH, HURRAH! WITH 
CLUSTER BOMBS AND 
GUNS GALORE, THEy’LL 
FRAG THEIR FELLOWS OVER¬ 
BOARD AND THEy’LL ALL GO 
SINKING DOWN, INTO THE SOUND, 

AGAIN... 


EVERYON 


C**nMTM>1CD* 


This gimp received an IE) 
ntinp by the ESRB dwsptt' 
mild Ianguage and inma t hJ 
viDlpnca. 


ri999 Wogrnmes All Rights fteservwi. 
£1999 Team 17 All Rights Reserved 


ffiEQE 



Bchcvc this: If the early bird tried for these worms, the only thing it would get is 
bombarded Team 17s smash PC hit has arrived on the N64, and you won’t find a 
turn-based multiplayer game more addicting. And unlike many multiplayer masterpieces, Worms is fan even all by your lonesome* 


TRAINING 


Unless you want to end up 
as fishbait, you'll want to 
tike a crash course in 
annelid basic training These 
timed exercises wifi give you 
a chance to master the basic 
tools of the trade, from 
waapons like grenades and 
bazookas to tools like Ninja 
Ropes and girders 


iLsytifttutfci'j.j 


* 






GUICKSTART 


After you ve learned how to 
toss explosives around, you"! 
wa nt to try your skills out an 
some real worms Try a 
Quickstartgeme—this option 
will put you in charge of a 
random team of worms on a 
random landscape with ran* 
dorr foes Destroy them, 
lih. in random order 




i n -)ti inTr^ 


Now you II have to get sen 
ous v o play a game m 
Doathmntch Mode, you'll 
have to create your own 
personalized team of worms 
and send them out into the 
fray The game will keep track 
of your victories, losses, kills 
and casualties as you face 
greater and greater odds. 


DEATHMATCH 


Adam 


0 KNUOOE 


VBNOM 


SOJLLV 


ur.ds vton 21 
P ajas btO. 
i'j uh*wnfc:Mf 
riS.iilin 


MISSIONS 


The missions put you in spe¬ 
cific scenarios with difficult 
goals and limited weaponry 
You may have toratnova a 
special weapon or assassi* 
nate a captain, depending on 
the level They're difficult, 
hut every two missions or 
deathmatchks you win will 
earn you a bonus 
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You W each want to creates your own 
to am then pick a landscape in which 
to wnge your wormy war—you can 
go with one of the familiar ones or 
randomly generate a backdrop Then 
head out to the battlefield and fight 
to see who'll be the last worm 
slithering 


WORM VS. WORM 


controlled— 


1 ii f While the missions are all wdl and good, the crui. joy oi Worms: Armaged- 
_ J __ MllflhJ don lies in its Multiplayer Mode. Up to four players—human- or CPU- 

-can compete- in an all-out v/orm-buming bonanza. Be careful of the computer, because fee worms arc almost perfect 


Putting together a crack team of worm assassins is not an easy task You have to hand-pick 
them from die graduating classes at Annelid Academy, tram them m the art of miniature 

c . . , r xt __«U«, .r TC rock. 


I n 11 ■ 11 -v’j i k a ■ mem irom uit gituunung ---- _ , 

weaponry and work them out untU every segment is a bulging mass of muscles. No, actually, it IS an easy task, 



I! you get out in the 1 leld and 
bacons displeased with any part of 
ur team's setup, you cm always 


S our team s setup, you can always 
ead back to the Edit Team Menu 
and switch things around to make 
some changes Fhe only things you 
can't improve from this menu are 
your battle skills 


FINE-TUNING 


You can toggle this option off, but 
we kind of m it Whenever one of 
your worms fails in battle (provided it 
doesn't f3l! off the edge into the 
dnnkjjt will leavcbehindamumon.il 
to honor its passing Take your pick 
among saver el funereal styles. 


•E REMEMBERED 


NAME THOSE WORMS 


Be extra witty when naming, 
because you'll soon discover that tna 
CPU has tons of hilarious names for 
its worms. These worms will take 
you through some tough times, so 
name accordingly. Then again, theres 
nothing that says en action hero 
can't ba named Snuggles 


WORMS OR LES VERS? 


1 l lim m *i w ■ ■ ■ ■■■ 

IG of the finest features of this 

ime is thp hilarious sound bites 
ui'll hear as the vanous worms 
unch attacks on one another, so 
ake sure that your worms have a 
uce to suit your personality \bu can 
iko your pick from severallarr- 
jagesand dialects 


WORMS. ONITEI 


course, you'll need a symbol toi 
ur brave band of miniature war- 
rs, a symbol ?hatdenote$pnde,a 
mbol that means courage, a sym- 
I that stands for alt the things 
esc worms oro fighting to protect 
id that symbol will be a penguin! 
whatever 




A team gets one special weapon 
assigned to it and each is super- 
powerful and can be used only once 
Each has its own attnbut*s~choQse 
wisely between the Holy Hand 
Grenade, Flamethrower, Mad Cow, 
Sheep Launcher, Homing °igeon. 
Super Sheep and Mole Bomb 



It s not enough to control the 
worms-you get to control the very 
fabric of time «s wall Not really, but 
you can pick thn lungth of turns, how 
long you have to move after firing a 
weapon or using a tool, or even what 
time Sudden Death Moda will kick in 


TIME OPTIONS 


l(f 1,1 f/ ZLTCTl ryrRTTO There are tons of * ays to mix up your game play, too In Ac Global Options 
lit Lilli VAiidcJ Menu, you can alter all Ac little details of the game to fit your idea of the most 

Just remember tor to.e touger trill not ttffar to mtoton.. wbirh h™ «dc cotomo™. 


From fuse lengths to game types to 
control options to energy levels, its 
all here for the tinkering Make it so it 
doesn't hurt when you fall Use any 
worm instead of cycling through your 
team Switch it so worms c?n t move 
at all It's your worm worldl 
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And now for the good stuff This game is stuffed full of some of the most 
bizarre weapons you'll ever see, and mastering all of them will take you a 
worm's life or two. Since the game runs on an impressive physics model that involves wind and gravity, you'll have to become 
a ballistics expert to excel. Has anyone ever launched a sheep before? 




Thest: are the oasic weapons of 
the worm elite Learn to use the 
wind to eim bazooka shots and 
predict the shrapnel patterns of 
cluster bombs While mortars 
fire the samp rwy time you'll 
have to use a delicate trigger fin 
ger to control the propulsion of 
the other weapons 


While they re generally used for 
ujrulobe-and-pcrsonal attacks, 
these can occasionally be used 
for long range assaults if you 
have a keen eye or a laser sight 
Tha shotguns have a wide pat¬ 
tern end can fire twice, while 
miniguns, uzis and handguns keep 
firing until the clip is empty 


You can use guns to blast worms 
over the side, but sometimes all 
you'll need is your worm's impac- 
cahly trained body it's pasy to 
punch through walls with tha 
Rre Punch or simply Prod some 
one- off a cliff If you'rr* low on 
health, sacrifice a worm with a 
Kamikaze or Suicide Bomber 


You tan wrap your segments 
around plenty of other experi¬ 
mental explosives Plant proximi 
ty mines nround enemy worms, or 
simply pack their pockets with 
sticks of dynanxte. Banana 
Bombs bounce erratically before 
blowing sky high, while mole 
bombs tunnt! deep and explode 


Its not all about massive otfen 
saves, you know WJI need to 
tunnel through rock with blow¬ 
torches and pneumatic drills, 
scale tha heights with Ninja 
Ropes, and build troop transport 
bndges with girders. You can even 
teleport occasionally when your 
position becomes compromised 


If you re fighting in on area with 
no cr fling, you might gut air sup 
port. You can pick your target 
area and radio your superiors, 
who will send a plane by with a 
payload of missiles, explosive 
mail, mines or moles Homing 
missilus, Pigeons andSuper 
Sheep also provide air strikes 


PROJECTILES AND HANDHELD EXPLOSIVES 


GRENADE 


CLUSTER tOMt 


GUNS 


NDGUN 


MARTIAL ARTS 


KAMIKAZE 


SUICIDE MMRER 


DRACONMLl 


OTHER THINGS THAT GO BANG 


DYNAMITE 


TOOLS OF THE TRADE 


TElEPtRT 


UOWTQXCti 


GIRDERS 


NINJA ROPES 


AIR ATTACKS 


HOMING MISSILE 


SUPER SHEEP 


AIR STRIKE 
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Among the more unorthodox 
weaponsfond thus*lb -t.tf 

qu irantsednevartogetACLU 

approval) are the expfosivt am- 

mils. Sheep canbe raised or 

I-inched at aer.jmy,wr.^tn 
bounce ground btfau blowing l 
S kunks infect others while M-i 
Caws explod* unpreactabiy 


Thtn there ir super w apons 
Vbu'll gain access to more ot 

th-*se the more missions ind 

deathrr tchos you wind 
thiv're worth waiting tor most 
n iu really big bangs, jlthough 
thj Scales of Justice attacks by 
ratiuring all ol a tearfe he- 1 s 
gnKjng the remaining members 


UVE AMMO. LIVESTOCK 


SHEEP LAUNCHER 


SKUNKS 


SHEEP 


SWISHING BLOWS 


There arc lots of snipers on tnis 
level, hut ell of them are posi¬ 
tioned near mmes Get the drop on 
them with girders or Ninja hopes 
then open up with your uzi or 
handgun to Knock them close 
enough to the explosives The 
mines will take care of the rest 


picked up the hot 


Once you ve picxeu up l,u ‘ ^ 
weapon from the nook near the 
polar bear's rump, climb onto its 

head and line up the guard The 

f lame thrower will meit a perfect 
path through the ice tofry thc 
lunatic if that doesrit finish him 
off use the uzi or the handgun. 


The psychotic guard entrenched 
m the South Pole is well-fortified, 
ind your worm has precious little 
health. Strap on your jetpack and 
fly all over the ice cap picxing up 
every weapons crate you set 

They're all useful, but the 

flamethrower is most important. 


Your superiors decide to 
nuke the entire area about 
halfway through so keep 
your eye on the warnings 

Once the held gets conta¬ 
minated, e massive eartrr 
quake will hit the region 

Avoid the edge or you 11 be 

fish food. 


All QUIET INTHEUMARy? 


You can start launching grenades 
from the get-go if you want to, 
but it may be smarter to use a 
qirder to climb up and get tho drop 
on the hapless enemy fromatop 
the flower Once you re up there, 
you can even put another girn*r 
above your hand for protection 


There argots of 

we apo ns in the Libr ary# 

but it would behoove 
you to use a simple one 
first Pull out your 
shotgun and blest the 
p^r of grenadiers into 
the drink to start the 

festivities. 
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First things first- 
backflip up onto the 
grassy ledge and use a 
Rro Punch to cut 
through the true and 
knock the sniper off his 
parch, Chances are. a 
direct hit will bring his 
health downto 2 ero 


IT 


Tunnel through the rail 
road car using your blow¬ 
torch then grab the jut- 

5 ack inside the tool crate, 
nee you hove rt, it's a 
short air nde to the 
waters edge, where the 
experimental carpet 
bombs are waiting for you 



Be cart ful when you approach the 
crate, because if you leave a 
worm stranded near it nn enemy 
soldier might blow up you and the 
precious cargo Mftko sure that 
you can reach the crate before 
your turn is up—otherwise, wait 
until next turn to makp the run. 


The weapons drop will occur on 
the very top of tha pyramid, so 
your first order of business is to 
clear it of all enemy soldiers 
Using grenades, cluster bombs or 
mortars. relentlPssly bomb the 
two sen tries until they expire nnd 
leave the drop zone secure 


NOT A MUSHROOM OUT THERE 


The crate you're looking for is on 
the far side of the huge mush¬ 
rooms, and thar caps are spnn- 
kied with deadly mines The girder 
packs are going to be your host 
friends hern-use them to climb 
out of your spot and to traverse 
the sxplosiVM fungi surface. 


tvo 

5«1 


3 




You can use the girders toward 
another end as well If you place 
tham strategically over the 
enemy soldiers' heads, tho foolish 
worms will give up their turns 
without attacking It seems they 
won't move from their positions, 
so you enn slip by with ease 




This mission will go into Sudden 
Death after a short time, soitls 
imperative that you reach the high 
ground. Once the land mass starts 
sinking, it will bo a waiting game 
and the projectile weapons of the 
enemy won't be able to touch you 
es they slowly sink 


Vbu II need to do a lot of precision 
shooting to eliminate the enemy 
in this mission, but your main 
order of business is to sneum 
higher ground. Head for the leaves 
on the upper left—there are 
several weapons crates up there 
to augment your arsenal 


WATER SURPRISE 


You re really stripped down to 
bare essentials in this mission. 
Grab the Ninja Rope in tho 
weapons crate on the side of the 
townr then set up a girder to give 
you a height advantage From 
your high aerie, use the handgun 
to blast the mines off the iower 


i 


/• 



Once the path is clear to the 
towor'spoak fire thoNmjnRope 
to the peak and climb on up The 
weapon of mass destruction 
inside the precanously perched 
weapons ernto will sink the 
cr*zpd general below sea level in 
no time, so set !t off immediately 


x 




This one is a doozy. 

The captain is well 
entrenched, and there's 
no time to shoot your 
way through to him 
Use either a Ninja Rope 
or a jetpack to reach 
the pack of mole bombs 
atop the dinosaur 


Send some mole bombs 
down the dino's back 
They're extremely unpre¬ 
dictable, so you may need 
to get off ©lucky shot, 
but let's hope on» tunnels 
into the Captain's hiding 
place so you can toss 
down some grenades 
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One9 the soldiers are weak, you II 
have to maneuver close enough 
to deliver attacks that will reach 
through walls Use the shotgun 
and the Fire Punch to neii worms 
above you, and the Draganball and 
baseball bnt for eny of them you 
can sidle up next to 


Chemical Warfare is the first mis¬ 
sion locale where you'll be faced 
with a completely indestructbla 
environment No amount of blast 
mq will get you into tho enemies' 
strongholds, so first use the poi¬ 
son fumes of several Skunks to 
cut their health down to nothing. 



NO SUISTITUTE 


There s no grace period on this 
level—Sudden Death i3 in effect 
from the word go, and the water 
level is steadily rising You need 
to got your boys to higher ground, 
so try to grab the girders from 
the top of the submarine before 
enemy fire destroys them 


The top of the true is the place to 
be, but chances are your soldier in 
position up there will get blasted 
off befora you can defend him. 

Use the girders to bnng reinforce 
ments up from the backside of 
thn tree end claim the peak before 
the water claims you. 




This is another mission 
where time is at a 
premium Thu water's 
rising, end two poor 
worms are trapped in 
the lowlands You prob¬ 
ably can t savti both— 
ick one soldier and blast 

man escape route. 


E 


Use girders and Ninja 
Ropes to get the lucky 
worm to high ground, then 
dig him in for an assault 
Block the attack trajecto- 
ry with a girder then use 
the shotgun to blasts 
hole in the wall and make 
yourself comfortable 



The enemy soldiers ere extreme¬ 
ly strong in this mission—fiach of 
the three bad guys has 3QD 
health—so you'll have to do some 
senausworktodathemm Try to 
use your weapons with expert 
precision to knock them into the 
mines 3$ a first wave of assault. 


If you can blow up same of the oil 
cans near the enemy, that s grant 
If not, try to bunch the evil worms 
together and use your Holy Hand 
Grenade to toast them.There's 
also a helpful Double Damage in 
the tool crate hidden m a nook 
guarded by several mines 



The genorel doesn't exactly get 
along with the rest of his splinter 
group of mercenaries While they 
trad j shots in the trenches, pick 
of f immediatu threats as you 
make your way down to tne basr? 


tinder the sign Thun take out the 
general wormo a-wormo 


TROUtlE ON MOUNT WOBM0RE 


\bu need to traverse the entire 
ridge of Mount Wormore to reach 
the general, and you'll have to 
start by grabbing the pair of Ninje 
Ropes off the rock face After 
that, fire your Ninja Ropn from the 
rightmost tree—you'll get a much 
better angle or the slope. 



Vou have e team of three worms 
to carry out ths assassination 
attempt but the real work will fall 
on only one of their sets of shoul¬ 
ders, (ua worms have shoulders?) 
The other two are integral, 
though—stock them up in a 
worm I adder to boost the third 
on his way 


Once you have a worm on the 
rooftops, use the airdcrs you'I' 
find along the way to carefully 
circumvent the mma-festooned 
sh ngles If you cen make it safely 
to the other side, use thu handgun 
to ico the major—he'll take out 
tfa gunerof on his way down. 
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RESCUE AGENT DENNIS 


First of all, don't get confused and 
start looking for Agent Denms- 
your worm, whatever he is 
nerned, acts as the stranded 
crgent Luckily, you've stocked up 
with cool weapons Use your bad- 
dust explosives to take ciru of 
the worms with safe positions 





The reason you don t want to 
waste your time fighting tho 
worms up high is that a nasty 
earthquake will strike after a cur¬ 
tain amount of time, tumbling all 
those worms into the drink. Moke 
sure that you're in a protected 
spot when the rumbling starts 




Don task us about th8 
name of this mission— 
we |ust work hare. In 
any case, you have to 
be lightning quick if you 
hope to survive this 
nucloar fiasco Grab 
tho Ninja Rope arid 
start swinging 


Pick up 0 s many weapons 
0 s you can as you cross to 
the left side None is more 
important than the Indian 
Nuclear Test m the lower 
left Grab it, then climb as 
high as you can and trigger 
It once you'racomfortable 



This mission is n surprisingly basic 
breath of fresh air after the com¬ 
plicated fights you've just come 
through Bp sure to stay safe and 
under cover as the captain period¬ 
ically launches air strikes and the 
ground trembles with unpre¬ 
dictable tectonic activity 


WOODEN AMIUSH 


The enemy soldiers nren tgoing 
anywhere—you've ambushed them 
in two separate camps in the 
woods, and they'll take tons of time 
trying to blast holes in the trees 
Take this time to jetpack .around 
picking up weapons m the treetops. 
watching out for the mines. 





Once you're armed and dangerous, 
start breaking your way through 
the tre^s to open up a line of fire 
They'll shoot you on sight, so once 
you have a clear way in, try drop¬ 
ping a weapon like the Mad Cows 
into their hideout ta torch them 
without endanqonng yourself 





There art plenty of missions ahead, but you're going to have 
to go on your own from here, soldier! Even crazier weapons 
should give you all the help you need to defeat the rising 
tide of segmented insurrectionists, and the more you win, 


the more fun features you'll unlock in the other sections of 
the game, Long after you finish all of the training and 
single-player missions, you'll be battling your buddies m 
this instant multiplayer classic.^? 
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LAST YEAR'S 365 DAYS OF UPS AND DOWNS HAVE SHAPED THE 
NEW YEAR'S INS AND OUTS IS IT THE BEGINNING OF A TREND OR 
IS IT THE END FOR SOME OF 1999'S BIGGEST EVENTS AND RELEAS¬ 
ES? GET HIP TO WHAT'S HOT AND WHAT'S NOT BY SCOPING OUT 
OUR PROJECTIONS FOR THE YEAR 2000 


GAMES SUITED FOR ESPN AlMm* 

Another year, another baseball, bas- — 

ketball and football game Expoct the 
mam difference to be that the updat- P*"* 
ed versions heve improved whatnot -1 

and a 2001 tacked on to their titles 

NER0ES WITH ARMS H MSS 

Hyperballistic shoot-'em-ups are taking a backseat to video 
board games, which have become the more civilized way of 
settling things As such, 2000 starts with s bash rather 
than a bang when Mano P*rty 2 shows up in January. 

TNAT BAD TASTE NINTENDO'S FIRST 
MOVIE ,SUPER MARIO BROS., LEFT IN OUR 
MOUTHS 


The year 2000 gears up with 
motocross games and skateboarding 
games, I ke Tony Hawks Pro Skater 
from Activision and a Thrasher mc-yeim 
title from Rock Star Games. 


Mrpo- y/UHOinr rrr P c 

Limbless is "in" as proven by Rocket 
and Raymen, stars of two of 1999s 
sleeper hits A computer-generated 
Rayman cartoon is ovan mstore. 


PO/teMW; 

r 

MOVIt 

BESMEIUNG AUTH0R5 


WL Witi'WWF wi^stlu M?nKinrjs Urn as 

^ IS rr 1 author, lorn Clancy (Rainbow Six) isn't 

J the only pbii-pushur with a hit video 
■T qame under hisbeit 

<rnpY TH l Nf ^ 

Horror and frights art, in, especially after the success of Th? 

Blair Wltck Project, The Sixth Sense and N64 thrillers like ^JA 
Shadow Man, Nightmare Creatures, Resident Evil 2 and ^MA 

two Cast!ev imas released m ‘99 

DYM\M1C fGHTIM ^ - 

A gl owing exa mple ot lighting 

J that shou Id s et the standard for M 

realistically illuminated charac I 
ters is Rares lomin ary Don key WW 
•rjjgj Kong 64 W 

j53 WHO WANTS TO f( M 


LENS FLARES 

Must the sun reflect off everything in a game.—espe 


4 ciolly when it's in first-parson perspective, end pre- 

sumably you're viewing things through the character's eyes and not a 
camera lens? So is that supposed to bo the reflection off our retina 
we re seeing? 

WNQ WANTS TO WASTE THEIR LIFELINE? 

All we know is the answer to th*- million-doller question is yes, PokGmon 
is unbelievably hot And that's our final answer, Regis 


January February 

PARTY ON 

In February, Mario became chairmen 
of the "board" as Mano Party led the 
trend of video board games. 


MARCH APRIL 

MR hr, I CHOOSE 

Super Smash ' * 

Bros answered 

the age-old f 

question, ‘Who “ 

would wit in a igm 

fight—a piek puff¬ 
ball or an ape wearlag e necktie?** 
fn April, Kirby, OK, Pikachu, Mario 
and a host of other Nietcndo faves 
first did battle against ota another 
in ao all-star fighting free for all. 


IN INIS QUICK RUNDOWN OF LAST 
YEAR'S HIGHLIGHTS, POKiMON 
EMERGES AS THE PERENNIAL STAND¬ 
OUT SENSATION, SURE, HARRY 
POTTER AND LA VIDA LOCA WERE THE 
RAGE, BUT THE POKeNOMENON 
PICKED UP SO MUCH STEAM IH '99 
THAT EVEN SOUTH «M, MAD 
MAGAZINE AND SATURDAY NIGHT LIVE 
COULDN'T RESIST POKING FUN AT IT, 


CRYING-TYPE POKaMOH 
While other Pokemoe 
coeld fly, fry or v 
scythe, Togepi fast r 
seemed to cry A lot fcj 
la March, the 152ml 1 

Pohemcw made its 
teanorhing debut. 
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ou'd think efier so nwchdevotop- 

mant, Game Boy would be a Game 
Man by now Instead, the portables 
latest incarnation currently is referred 
to as Game Boy Advance The new sys 
tom will boast 32 bit memoryand 
Internet connectivity A gaming websrto 
compatible with the Advance should be 

arriving too 

^ ^crthr»nPok^Tnon,muctioftheWB 


,T THERE WAS GAME BOY, 
TNEN GAME BOY POCKET, 
THEN GAME BOY COLOR. 
WNAT'S NEXT? 


f i ther than Pokemon,mucti at tne vv 
Network's success cames from its 
trendy teen dramaslike F^lmfyand 


HOW CAN TNE KIDS'_ WB! 
CARTOON SERIES, POKeMON, 
GET ANY BIGGER? 


iJh ih tony’* Slo/ct 11 ’t’emp' ta , 

*->'>rto that :"idience, the WBwi HHm 

to P fit Pokknon into its hip high-schooler 

mold by introducing the sovvy andell- . . 

too solf-awaro spin-off, Dawsons C. 

(Mu V\\^ 1 \ ; 

\<)ssI 

screen outing in tha c?n and will release it m jL.y I 

; 

,ct.on of Midway's NFL Blitt You'll | 

togsmo to boas slick as ice in 

.1 game, Midways new hockey title i 
as Blitz mado tackling 

three new Zdde titles arei in the ^ 
c for Game Bov And as for' rocking, the three trtIs jfl 
ntSwnh one another (And thoughweran out of 
tha verb "rock" is officislly on our Out list | 


nr, HOW UN THE RIDS’WJ! 

cartoon a«| 

WNAT'S GOING TO 


HOW ABOUT SPORTS GAMES? 

WNAT SPO RTS GAMEJS GOING ^ samt wr , os its footba 

TO ROCK THIS YEAR? W| || make checking as psinf ul 

SPEAKING OF ROCKING, 

NOW'S ZELOA GOING 
TO ROCK TN1S YEAR? 


MAY 


JUNE 


JULY 


AUOUS 


T 


<3'c * rcoWO 

The annuel Electronic EnUrtaimnimt 


«£ b Episode 1 Tie P*aoM» Himtt 

ssia^s?-, 

5 

nee den maxibig muzzle liken now 
now!" 


SAY ''CHEESE" 

In July, the 

Pokenion struck j 

posa in thoir very 
first NMgeniB, 
Pokfcmon Snap, 


r retom oaom novmm 

(HE S0»IS »IWTIE« BT 

T*.—-s-sas SaSISSL “™>° 

Expo unveiled news on Nintendo sports landed the WCW,whiie !? 0 j| mon 

next-next-generation console *s well ^cortd the WWF. Meanwhile, the Pokem« 

asnhmj^sathitsinthaiiiak^iiKfi w WFs Mick "Mankind Foley penned S PP P 
0K64, fcrfect Dark and Resident Evil 2. ^ 

--- «. -™««* hook spent poWmom 

». asEssSsSSaar as; 

r USSSSSSSU. j?£5 

i# Wields a sock. 


FROM WHET 4 ^ 

TOWN TO rmWCUZS 

HOLLYWOOD 

Maybe 

Smp prepared Pikachu and cumpo- 
ny lor the paparazzi. On November 

10th. Warns r Bros, rdeac fid 

ftJrimoiB ft* R fSt ****•' T* 16 ULu 
topped the box office *“»™®**' 
aettiny opening week. ThatSeime 
m3 Pokcmon graced tha cover 

cf lime magazine 


VOLUME 128 2JE 










If you’ve gotten this for, you* £nu*$ he pro*. By now you've 

rescued Diddy, liny^fcanky and Chunky from their Krcmling cap- 
tors, and you’ve likely learned to use each character^ strengths to 
solve the plentiful puadcs. The coining trials will fee no easier—** 
you'll need everything you know and a bunch of new tricks to 
make the grade as you move closer to K. Rools stronghold. 
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ij UND^FWAXEP 


ENTRANCE 
TROFF N' SCOFF 
JUNCTION POINT 
B ANAN APQRTER 
TAG BARREL 
[BATTLE iiRENA 


UNDER'WATER 


VOLUME 128 2 


DONKEY KONG 6* 















Gp«,n the Cocon lj i Switch door 

Visit Cranky and win the Rnruwaro Coin 

Light the lighthouse 

Free the seal 

Race the seal 

Explore the sunken ship 

Find and return Snide's Blueprint 


Open the F eanut Switch door 

Beard the ship ind jscand the lighthouse 

Fnd and return Snides Blueprint 

Ent?r thj fish’s mauth 

Explora the sunken ship 

Spring up the com stacks 


Find and return Snick's Blu sprint 
Op in thf rooms and chests 3s Engi ird 
Bi cak open the treasur i chest 
Pound the switch md enter the wreck 
Explore the suntan ship 
Float to the top of the com stack 


Find nd r turn Snide’s Blueprint 
Visit the merm ird 

Pound the switch and ent ;r th w* ick 
Shrink and enter the Vent 
Explore th suntan ship 
Find and return th mermaid's pearls 


Ou*n the Pineapples Switch door 


B ;st the targets 
Smsh opsn th^ chests 
Enter the ships hold 
Find and return Snide's Blueprint 
Explora the suntan ship 


OPEN UP! 

first things first—lets get this 
dank cavern sired out a little 
bit Taka DK, Diddy and Chunky 
to the doors decorated with 
their respective foods of choice 
and open fire Afterward, ell 
the Kongs will have all-access 
passes to tbe big areas. , 


BEHIND DOOR # 1 

Chunky's Pineapple 
Launcher opens the way 
Into e small cover* with a 
lone Kasplat After yon 
raise the water level. 

Chunky will be able to 
climb onto lead end pick ep 
the ceenonball load up the •- 
ceenon and blest three tar 
gets for gold. 


If you wander amid the 
landlocked wrecks, t 
you’ll f md your way mte 
an alcove with three 
treasure chests. Don't 
bother looking for e 
key—simply gum each 
one e Primete Punch to 
find a Etanotn Fairy end 
a Golden Baonne • 


HEAD TO THE ARCADE 

If your Kangs heve been ^ ^ * 1, 
diligent in their benano col •**** 

lecting. you probably heve 
15 Banana Medals by now. 

If you do, go see Crenky^^ 
who will let ytou ploy the 
classic gome, JetPac At 
5,000 points you'll win the t 

Rereware Coin. Trust es, -- 

you'll need it — > 


UPS and downs 

In the water beneath the light*' , 
house yoU'll find two switches 
that raise and lower the wafer 
level. You'll need to use them + 
several times as you try to 
recover all of the area's good- t 
ies, so get used to them 
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IJT A LITTLE LIGHT SHINE EOWN 

fkej’igh vwtor lwel will gjv* 

!K recessto tht lighthouse .4* V ■*— U 

elanSlam th* switch V jet iBg .. £ 

bid.thsnsc«l»thi#rotrwli • >1 

ilatlorms to reach the ’IP- 

Once you get tlte liflh* back on — -r*£* Vi j % 

up top, 0 Golden Banana will T?*JV 

aouenr down at the entry door. *- ^ 


Not inly will Hi* 

newly revolvin; 
beam #1 Hflht atop 
the liphth mse 
impr :we the <imW- 
ence of the spooky 
cove, but it'" * ,c " 


, guide on abandoned ship into the confines ol 
«l the harbor Tha sbip ie the key to Golden 
Benanas for Chunky and Biddy. 


DIDDY ON DECK 

It’ll tak* either a mae- m 
sive laep or a hriel 
Rockfitborrcl ride to 
reeeh the deck ol the 
ship, but it's worth it. 

Stem tha Biddy Switch 
to launch e Golden 
Banana from the cennon 
to the top of tha light¬ 
house and rocket up 
there lor your prize 


You'll also find a DK 
Pad on the lond around 
the lighthouse’s base, 
so climb on and blest 
DK into the sky If you 
canned the DKSterat 
the end ol your barrel 
adventure, the seal’s 
eage will open. 


LIVE BY THE SWOED(FISH) 

Only Lanky can trens- ■■ 1 1 i inOT" i <1 

form into Enguarrie, so MM 

switch to the orangutan jpm 

and enter the swmdlishs p Z3T 

hox to get e little fishy 
perspective. Swim 
around smashing treas¬ 
ure boxes with your 
sharpened proboscis- 
one sunken chest holds a 
Golden Banana. 


THE BANANA D OWN BELOW 

Chunky can slam through - 

.mother trapdoor on the 

ships deck, and if he can W|'21 ^ 
negotiate the cannons 
inside he'll find a revoiv 
ing barrel tower. 

Primate Punch 'em when v 4 £3 

Chunky's face eppears > ^ i 

then prepare for a woozy 
tnp back once you nab 
the fruit. 


GET IN ME BELLY! 

While Biddy's on top of tha E 
lighthouse, jam on tha Guitnr jy 
Pad to make a grate open in m 
the other lerge cove, releasing m 
b mechanical fish Swim uiside kJ 
tha fish’s belly, then break ell 
three valves with your Peanuf 
Popguns to win another 
Golden Banana. 


When you find the seel in the 
shipwreck cove altar releasing 
him from the cage, ha’ll hook 
DK up with a Golden Banene. 
Hell olso offer a challenge- 
beat him in a two-lap motor- 
boot race while collecting 10 
coins to win another banana. 


CLEAN OUT THE VENT 

Now it's Tiny time! hi another JSJIJT 

iniaf near the seal’s area, you 11 
find an odd mechanical contrap¬ 
tion mi the cuve floor Shrink 
Tmy down to gain access to a 
small vent. Inside you'll ploy e 
fly-swatting game tor e piece 
of goldan fruit 


VOLUME 128 12047 








THE SUNKEN SHIP’S 

fntheright-haidMetof i 

the shipwreck cove is a 1' 

shoal with four Music Pads ~'W \ 
on it Depending on the 4 V ■ i j 
weter level, you can take |\ m l " 

every Kong but Chunky here 
end open e new portal oi 
the meia sunken ship in the 
cove by ploying their « 

instruments. 


Different challenges await 
in the flooded cahms f?or 
$eme Kongs. getting the 
Golden Banana will he a 
simple matter of swim* 
niing op end grabbing it. 
Others will have to play 
mtnigames f o earn the pre- 
cious prize. 


TREASURE TROVE 

Hovering ebove the 

waters of the ship- fy 

wreck cove is e DK - 

Star. To reach it, 

transform lanky into 

Eaguerdeenri then 

leaphigi out of the 

water If you touch the 

star three time a, you’ll 

open the wayiofothe 

treasure room. 


WAV IN 


Chunky has to go »fiif far¬ 
ther efiefd to open his way 
into the ship. In the light¬ 
house cove, find his 
Triangle Red m e secluded 
nook end play a pleasant 
tune When the natch 
opeas on the top of the 
ship, you'll have limited 
fund to reach it 


CLIMB THE COINS 

There's o pair of enormous coin 
stacks m the treasure room- 
one for Diddy end one for Lanky. 

Lanky can use the Lanky Pods to 
Baboon-Balloon his way to lhe 
Bonus Barrel, while Diddy will 
have to Simian-Spring Beating 
Biddy's mimgame will cause 
BananaporteMtoeppean, < 


RETURN THOSE PEARLS, VE 

After you talk to the mermaid . 

and learc other pilfered pearl* ,v. OTi 

swim to the con room with Tiny 

end shrink to enter the kcyhple _ L. C 

of the submerged treasure 

chest. Dnce inside, carefully ‘ * 

retrieve oil the pearls fromthe ^ ^ S s' 

oysters then take them bock ta 

the mermaid. 


THE OTHER SHIP 

In one branch of the mom half¬ 
way you'll find Tiny e nd lanky 
Switches. If you stomp them 
with each character, doors wilf 
open on the ether large ship In 
the shipwreck cove. The 
watery pesseges offer up a 
minigame for Tioy and a hidden 
Golden Banana that Engage 
must uncover. 


Retrieving most of Snide s Blueprints is 
relatively easy The Kasplet with Lanky s 
piece is fight behind the Pineapple 
Switch doornear tba entrance, while 
Tiny^ is on un elevated walkway near 
the end of th&main passage. You can 
find Dtddy% Blueprint piece by Chunky s 
Triangle Pad in the fightholi$e cove, end 
Chunky s *s atop the reef with the other 
four Kongs’ Music Pods DKs'Bhusprint is 
the toughest to jjet—first you must beef 
Diddy sininigame atop the com stacks, 
theft take DK through Bananaporter 4 to 
fight the yellow-haired Itospfet. 







ENTRANCE 
TROFF 'W SCOFF 
JUNCTION POINT 


surprised to see his hepiW 

dance when you deliver another 
Bdss Key The Kremlins Shuttle 
blows up e rock, exposing a 
cannon that launches you up to 
the Fund Forest entrance 




er licit riiuvmii w 
reft through the 
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Is and shock- 
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Get the Super Simian Slam from Cranky 
Visit Funky and get the Hominq Ammo 
Climb thu mushroom tower 
Blast off the DK'Pad 
Find md return Snide’s Bluepnnt 
Find th„ Bonus B ir J in the hous 
Pull the three levers in the mill 


Enter the well end ride the mine cart 

Smash thu tomntous 

Relocate the apple 

Find and return Snide's Biuupnnt 

Solve the picture puzzle 

Break tha conveyer belt 


Stomp the switch in the mushroom tow dr 
Find and return Snide's Sluuprint 
Shnnk and enter the ti ae stump 
Plant thd Magic Bdi-n 
Hitch s ridt to the top of the bu nsi j[k 
Rghtthu-gicnt spider 


SIMIAN SLAM 




We're not sure where it goes, 
but we know whore it steya 
The clock tower in the main 
eree of the forest controls 
whether ifs tight or dark, so 
when you want to bring the 
day to a premature end, blast 
up to the clock and shoot the 
Moon Switch. 


Meny tasks can be done only at night, just as many 
doors are open only during the day. If you eon't preened 
hi an area, try swapping the sjm and the moon end see 
what happens, ' ~ 


WISHING WELL 

If Chunky's wish is to take e 
scary mint-cart ride, then 
hell gat it. Slam through the 
well's grate end get ready 
for the ride of Ghunkys lite h* 
Jump over fallen trees^end 
remember to hit any green 
bells you see—they control 


- 

Fly to tha top of the mushroom tower | 

Find ndntumSnidesBJu^pnnt 


- 

Stomp the switch itop the mushroom tow ar 

Slim the five mushrooms 


Spring to thw »ttic of the house 


Bounce off ths mushrooms 


Turn on the winch ahov* the mill 

■ 


Find and i atum Snide's Blueprint 

' 

P’ iV the Guitar to shatter the c ge 


4 - 

Float to the roof of the mill 

Race the rabbit twice 

— 

R ace the owl 

uL w ... 

— 


CRANKY’S SL 

Cranky has e surprise wait 
ing for you in his Fungi 
Forest teh. For the price of 
e tew Banana Bunch Coins, 
he’ll upgrade the Hongs 
with the Super Simian 
Slem, which ellows them to 
stem blue switchas The 
best pert is thet only one 
Kong has to buy it, 


HOME IN ON SOME NEW AMMO 

Cranky’s not the only one tjpr^p^ ; 

feeling generous Funky 
has an upgrade for the 
Hongs as well, and like 
Cranky, he'll honk all the 
Hongs up with the goods 
once one of them coughs 
up some cash. The 
Homing Ammo homes in 
on the nearest enemy 
when lired. 


WHERE DOES THE TIME GO? 


y 
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TD SAVE THE WORL 


Rainbow Six is as close a 
intensity of real-life tactic 
control an elite multi-national 
international terrorism* 


r 

it gets ts^'the 
1 operations-You* 1/V 
strike force battling 


Y. 


Rainbow Six's explosive real-world action is coupled 
with spine-tingling tactics to create a gaming 
experience you won't soon forget- Rainbow Six is 
so real you'll find yourself yelling "Tango 
down!" in your sleep for weeks* 


4* 

PlaySattoo 





































ready to 
racer from Titus— 
your teeth. These 
come in smaii 


-shift to the lead in the 
or you’ll end up picking 
two-seaters prove that 


out of 
things 


Each of these lead-footed racers came to the circuit for his or driver—and choose a new name if you like—then punch the 
her own reasons, but they all want the same things: a pile of accelerator. Somebody's going to come out on top this season, 
trophies and the hottest car available Pick your favorite It may as well be you. 


RICKY ANGELICA ALEX 


MEILING MR. SLIM LINDA 


BILLY REYNA 
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c 1999 Titus 
















different spins 


r _ Tllir TDI AI 

QUICK RACE 


ROADSTER TROPHY 





«r 



LC 


Start at the bottom then race your way to the top The more you 
win, the more money you II make You'll rued it to buy cars and 
pay entry tees as the competition gets more intense 


SHOW YOUR CLASS 


Regardless of your tastes. Roadsters has a car for you—from the 
*15,000 Alfa Romeo Spider to the $186,000 Velocima Raptor. 



TIME TRIAL 




If it's Simply the Zen of racing 
that attracts you to the 
sport—rat the money of the 
cars—thfin pick a track anile 
car for a single race 


The Time Trial Mode can be very 
helpful when you want to test 
out a new track or car Vbu 
won't havn to worry about 
other cars on the track. 


Jr 


CLASS; C 


Renault Spider 
Skarta SK Roadster 
Alfa Romeo Spider 
FiatBarchetta 
■ Mind Star20G0R 

• Equinox EX280 
»Lotus Elisc 

• lbellaZeetaMK3 

• Lotus Seven 
•Jugatst: JS4 

• Ginetta G33 C 

• Alfa Romeo Giulia 

• Borato Millennium 
•Toyota MR-Spyder 


24,000 

29,000 

23.500 
15,000 
26,000 
20,000 
28,000 
20,000 
25,000 

18.500 
28,000 
15.000 
28,000 
25,000 


CLASS. B. 


pTVR Chimera 500 
| • Wiesmnn Roadster MF3 
Vertigo St nil on 
Exeter Hotrod 
Equinox EX320 
■ Gkma Corsair 600 

• Manta Rapier 

» Mitsubishi SST Spycur 

• Victory Fantasy 

• Vertige Cl ass X 


Of course, you can't just get the upscale model right from the 
start You'll have to fatten your wallet first 


52,000 

55,000 

56,000 

43,000 

50,000 

46,000.. 

42,000 

39,000 

43/500 

56,000 




• Vmquiatti VMS 1 

104,000 

• Flame FI I 

68,800 

• Mind Star 600 1 

96,000 

•Arrowhead Falcon 

| 00,000 

• Victory Desire ] 

67,000 

• Arbon Nova 

110,000 

• Equinox Apogee 7 

75,000 

• Velocima Raptor 1 

186,500 

• VinguiattiVM12 „ 1 

1 175,000 

■ Ford Indigo 1 

t 

110,000 



TRtCKED-OUT TWO-SEATERS 


Just because you have to buy a less 
expensive. Class C car for your early 
races, you don't have to live with its 
standard parts forever Take a look at 
your car's deficiencies, then head to 
the garage for an upgrade If you have 
the funds available, you can easily 
turn your standard model into a cus¬ 
tom, modified ride. 


NEW CAR OR NEW PARTS? 

After you add up the total for g new engine, suspension 
and whatever else you think you need, you may ^ 



you re better off buy¬ 
ing a new vehicle too 
can always sell your 
current car and buy a 
more expensive model 
Just remember that 
you won't get all your 
money back when you 
sell a car 


HUGGING THE ROAD 

The right tires can mean the difference between win- 
nmg o rncu and coming in eighth Yoocantakeyour^ 

standard tires that 
come with your car 
or you can purchase 
somG higher-grade 
tires for specific 
weather conditions. 
The investment can 
payoff when you hit 
tha curves. 



ENGINES 


4 


4 * .W 


If your 
spued- _ 
ometer is 
topping out 
at 110 mph, 
Id 


you wont be able to hoi 
the lead regardless of your 
skills Put some new metal 
under the hood 


TURBO 

If your 
engine type 
allows it, 
you can 
install a 
turbo fan to boost your 
power Vou may need the 
iddud airflow when you re 
up against Class A cars. 



EXHAUST 

Anawrac' 
ing exhaust 
system 
won't give 

_ i you the 

same measure of power ns 

turbocharging your engine, 

but it also doesn't cost as 
much money 


GEAR BOX 



i 

£1 


Depending 
on the 
track, 
you'll want 
_ i to empha¬ 
size either acceleration or 
top speed Vbu'R need to 
upgrade your gear box for 
this option. 


SUSPENSION 

Different rac¬ 
ing surfaces 
demand differ¬ 
ent typus of 
* suspension 

Buy this option to adjust your 
shocks to soft, normal or hard 
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You'll find yourself racing on a wide range of courses—and the driving strategies for each of them, or you’ll find yourself 
under very different we diner conditions—this season. Ltam floundering in the middle of the pack every ume. 


AREA 51 


We can't confirm the presence of alien 
bodies at this Nevada military base, 
but obviously something strange is 
going on. Try to concentrate on the 
race, not die low-flying helicopters 


CAR SETUP TIPS 

Suspension: Hard 
Ge ir R'.tios: tong 





CHATEAU 


SANDY EDGE 


TRACE THE “S 




1 lWn*« 


L4T* * 

•Kn 4 * 


& 




ifm 









y 


There are plenty of reasons to 
steer clear of the sandy shoul¬ 
der of the track. Maybe it will 
slow you down, or maybe youll 
spin out of control 


INSIDE TRACK 


This curve noar the CGntor of 
the course is deceptively diffi¬ 
cult to negotiate nt high 
speeds. Lr.y off the gas and 
watch the *iside fence. 


ALL WET ON ORY 


i.* — v • X 1 A ^ AkJi 

4 i* t* 5 sjffl*£ *-«p 

£■ r * «i-S 

m ** 

£. M 
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You maybe tempted to try this 
tight turn from the outside, but 
you should stay inside and slow 
down The outside path throws 
you into the wall 


Those wet tires that serve you 
so well on rain-soaked roads 
may be your undoing inside the 
tunnels Be careful not to take 
the turns too fast 


Don't start too hard at the met Euro¬ 
pean scenery, or you'll miss arum on 
this twisting, tree-lined course. The 
good news is the road is in good con¬ 
dition. The bad news is you have to 
stay on it. 


CAR SETUP TIPS 

Suspension: Hird 
Goar Ratios.long 



TIGHT SQUEEZE 



If you re going to move to the 
front of the pack, you II have to 
pass people on some sharp 
turns When they slow down, 
zip inside to advance 


TWO FOR ONE 



You don't need to take one car 
out at a time when you're piss¬ 
ing If you see an opportunity to 
gun it past two or three cars, 
floor it. 


BLIND CORNER 



There's 3 dangerous 90 degree 
turn just heyond n gentle slope 
in the middle of the course 
Anticipating it means finishing 
better than eighth place. 


HIT THE PIT 



In a pe^ect world you wouldn t 
wests time in the prt, but some¬ 
times the weather demands it. 

If conditions change, your car 
had better change, too 





























BRiQGE WORK 


EARLY TURN 


This gritty patch of real estate is 
dominated by churning oil wells and 
the infrastructure supporting them 
The course doesn't have many bad 
turns, but there are plenty of solid 
mih 1U ro bump into. 


The bridge shouldn't give you 
much trouble when it isn t rain¬ 
ing, but it provides a good pass 
ing opportunity When its wet, 
vou'll slide 


A race spoiler awaits you right 
off the bet As you rev your 
engine for the start, be pre¬ 
pared to make a sharp right- 
hand turn then a left turn 


TUNNEL VISION 


TUNNELTROUBLE 


won't get a good look at 

what s coming up in the tunnel 
near the finish, so commit its 
turns to memory Otherwise 
you'll waste your lead. 


If you don t watch out for the 
tight turn in the tunnel, you car 
end up eating the wall Try pusr 
Ing some of the other cars into 
the wall 


dirty move 


CUTTING IN 


The subtropical environment is 
home to a high-tech space center, but 
there’s nothing high-tech about the 
course. The sand dunes and dirt 
roads there can thwart even the most 
sophisticated, car. 


They haven t gotten around to 
paving the far side of the 
course, so use the loose dirt 
and your brakes to power-slide 
through the turn. 


the trick 


The tightest turnon 
is also one of the best places to 
pass Squeeze by on the inside, 
putting the competitor 
between you end the wall 


FAST AND FEARLESS 


The hairpin turn lust before 

the finish will finish you if you 
don't tap the brakes going into 
it Going full speed will put you 
m a ditch 


Just because your fellow 
racers are slowing down, that 
dousn t moan you should, too 
Take advantage of their 
caution— speed past them. 




- 


ROADSTERS 















SKI RESORT 


Thert's no n ted to get i lift ticks: l. If 
you want to slide down the mountain 
at high speeds, just hop in your car, 
turn on the ignition and race the twist¬ 
ing alpine track on the Trophy Circuit. 


CAR SETUP TIPS 

Suspension: Soft 
Gear Ratios: Long 




TEMPLE 


Start 


BEFRIEND THE ICE 


1 



As with the dirt track a t the 
Rocket Base, the snowy trail of 
the Ski Resort can help you 
through sharp turns—;f you skid 
into them correctly 

COVERED ICE RINK 



The tunnel doesn t give you a 
break from the slippery surface 
on tha track. In fact, the snowy 
pith turns to a sheet of icc 
after you got in the cave 


DRIFT DRIFTING 



If you get too far ovnr to one 
side of the track, you'll run into 
piles of snow deposited at the 
side of the road They will 
quickly slow you down. 

BRAKE EARLY, OFTEN 



You I! find yourself relying on 
our brakes a lot on this course, 
ut the 90-degree left turn on 
the far side requires particular 
caution. 


I 



Whtn Trophy organizers asked to 
stage a race among the ruins of an 
ancient civilization, the locals 
greeted them with open arms Unfor¬ 
tunately, much of the course is 
unpaved and rough, 


CAR SETUP TIPS 

Suspension: K rd 
Gear Ratios: Short 


I : agfririL 


STEALTH PASSING 


If you need to work your W3y 
back to the front, the windmg 
"S" curves in the first half of 
the course should give you 
ample opportunity. 

SLIDE AROUND 


When much of the course is a 
mixture of send and dirt, you 
shouldn't ba surprised to find 
powFtr-slufmp around corners* 
'useful technique 


Try to stay near the middls of 
the track as you approach the 
sharp turn on the far side of the 
course. Then's a fence near the 
outside edge 


It's important on this course to 
take the lead as early as possi¬ 
ble, because making up dis¬ 
tance can be tough as the nee 
progresses 

KEEP DN TRACK 




































TUDOR VILLAGE 




It s simple advice, and it works 
Slow down If you try to take 
these looping turns too fast 
you II crash into the fonce or □ 
building. 


CAR SETUP TIPS 

Suspension: Hird 
Gru RatiosjUmg^ 


Thu placid English countryside 
erupts with the sound of revving 
engines when the Trophy circuit 
comes to town. The stone walls are 
nice to look at, but not when they're 
coming at you at 130 mph. 


SPEED ON BY 


S SENTIAL MANEUVER 


As on other courses, the S 
curve is a perfect place to bolt 
ahead of your competitors 
They'll slow down to turn, but 
you don't have to. 

EASE OFF 


\bu should have gotten one of 
tfccfostcr cars or upgraded 
your engine by now You'll need 
the extre speed to pass the 
competition 

LOOP-THELOQP 


The criss-crossing loop in the 
middle of the course will make 
or break your performance in 
thar ice Go slowly, but not 
too slowly 





This can be a tough course in 
the ram, especially if you're rac 
inq with your standard wet 
weather t*eads; Its. worth it to 
Mv woWtuafiiar tires. 


You can catch major air before 
one of the sherpest turns on 
this course Turn sharply as you 
hit thegroundtqskid around,, A 

the ccmSte rU J * 


CAR SETUP TIPS 

Suspension: Hard 
Gcir Ratios: Short 
Trget L*p: fl tfftSS 


B 


w V HP 


As you head into the various 
tunnels of the Docklands, try to 
stay on the inside wall as much 
as possible The outsids posi¬ 
tion is vulnerable. 


AIRBORNE TURN 


We? 


& 


WATCH THE WALLS 


BASHING HEADS 


After you vc unlocked the Docklands 
course, you can settle m for some 
tough seaside competition. With all 
the sharp turns and walls, you 
should try some proactive bump mg. 
You opponents will do the same. 


The wall-lined track gives rac¬ 
ers ample opportunity for dirty 
tricks Your opponents will send 
you into the wall if you give 
them the chence. 

TIRE TIP 














LUMBER MILL 


You're back in the winter weather, 
but this terrain was carved out for 
commerce rather than recreation 
The narrow paths that loggers carved 
out for hauling timber are dangerous 
for racing 


CAR SETUP TIPS 

Suspension: Soft 
Gear Ratios: Long 


P I 1 





END RUN PASS 



It may be necessary to flirt 
with the edge of the Track if 
you want to take the lead Don't 
stay out there too long, or 
you II slow down too much. 


SNOW SHOE 



By now you should be familiar 
with the sliding method for get¬ 
ting through slippery turns The 
narrow track here makes it 
evan more Important. 


WHITE ANGLE 



Right-angle turns are tough on 
any racing surface, but the 
snow presents an additional 
challenge- Sometimes tha best 
plan is just to slow down. 


SKI JUMP 



Try to get up as much speed as 
you can coming off the turn on 
the far comer of the course 
You can get major air when you 
hit a bump afterward 


MULTIPLAYER 



The spirt screen in Two Player 
Mode requires a stripped-down 
display, but a shared track map 
is there to give players the nec¬ 
essary guidance 


Three-Player Mode gives each 
player a fairly clean view of the 
track, and the lower-right panel 
allows everyone to consult the 
course map 


HIDDEN TRACK 


The forgiving play con¬ 
trol in Roadsters makes 
multiplayer possible for 
a wide range of people 
with different skill lev¬ 
els. With a huge inven¬ 
tory of cars and courses 
to choose from—plus 
variable weather condi¬ 
tions—you can tailor a 
race to any taste 


TWO-PLAYER MODE 


THREE-PLAYER MOOE 


Just because you've won a season and 
unlocked some new tracks, that's no rea¬ 
son to stop racing. Hie hottest cars art 
available only after you've won the second 
season, so if you want to jump behind the 
wheel of a Ford Indigo, you'll have stick 
with the game. If that isn't enough to 
entice you, there’s a whole new track wait¬ 
ing to be unlocked 
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YOUR SECRET HEAOQUARTERS FOR THE COOLEST COOES ON THE PLANET 




TANX FOR THE SECRETS. 

YOU'RE WELCOME. 

^ Just so you can tell that the sequel to BattleTanx is 
even more explosive, unforgiving and brutal than 
the original, 3DO his chosen a teddy bear that's seen the 
wrong end of a cannon as Global Assault s mascot But just 
because the unfortunate stuffed toy looks like it desperately 
needs a good fire extinguisher doesn't mean that your 
Beanie Babies and Pooh Comer toys are going to need to 
learn to stop, drop and roll. BactlcTanx Global Assault 
crashes onto the scene packing an arsenal of top secret 
codes, and by entering them in at the Input Code screen, 
you'll be on your way to making the war-torn streets of the 
post-apocalypse a little safer for plush toys everywhere. 



HIDDEN CHARACTERS 
AND TRIAL MODE 

Koei’s tech no-thriller, WinBack, is all about sub¬ 
terfuge, and you can uncover some of the game's most 
covert operations by rattling off a few button sequences. The 
bonus features listed below will open when you complete Story 
Mode, but you can unlock them instnndy and automatically 
store them to your Controller Pak by tapping m the secret Con 
trailer sequences while viewing the Start Game screen You 
must finish entering the code before the game demo begins, so 
enter the sequence quickly If you've entered the code correctly, 
you'll hear a bang (if you're not using a Controller Pak, the bang 
will sound immediately after you've answered “Start game 
without Controller Pak anyway?"). 


CODE EFFECT 


8Q0YS 

LEVEL SELECT ON 

HPPYHPPY 

INVULNERABILITY ON 

TRDDYBRRKS 

UNLOCKS MULTIPLAYER 
CUSTOM 1 GANG 

WRDRB 

UNLOCKS SECRET LEVEL 


rr? ALL WEAPONS 

W Punch in RCKTSRDGLR as 
your code word to enable all 
we apons. For sven more firepow¬ 
er, press A and Bat the same tune 
to launch a powered upvusionof 
your current weapon 



BRANDON'S GANG 

BattleTanx Global Assault's hus¬ 
band arid wife heroes Griffin and 
Madison each command a tank 
gang TogettheirsonBrmdonin 
on the act, use NNKNHCKS as your 
code The telekinetic tyke's tanks 
will Than ba available for any non- 
Campaign confrontation. 



CHEAT 



ALL VERSUS 
MODE 

CHARACTERS 


m TRIAL MODE 


CONTROLLER SEQUENCE 


*, *■ + START 
»,▼ + START 



Use the Control Pad to activate the 
cheats The last step in either 
sequence is to press and hold aC 
Button white pressing theStert 
Button. If you re successful, you can 
unlock all 28 multiplayer characters 


With Trial Mode accessed, you'll 
be able to play any level of 
WinBack Covert Operations in the 
hopes of completing the area of 
your choice m record time nnd with 
record points. 


|2060j NINTENDO POWER 
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ICON KEY; c buttons A ▼ < ► 

CONTROL PAD 


© a □ 
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SECRETS BIGGER THAN 
DON KING’S HAIR 

Talk about floating like a butterfly and stinging like a 
bee. With EA Sports’ new Knockout Kings 2000 
codes, your boxers can sport inflated heads and bee-stung 
gloves To balloon your palooka’s head, pause a match then tap 
left C, right c, left C, right C, left C and right C To puff up your 
pugilists gloves, pause the game and htt top C, bottomC, top C, 
bottom C, top C then bottom C. The bell wilt ding a few ernes; if 
you’ve entered die codes correctly If you wnnr to reverse the 
swelling effects, pause the game and reenter the- codes. 



In this corner the Big Head 
Code Pause the game and rut 
the left C Button followed by tha 
right C Button Repeat the 
sequence two mare times 


And in this corner the Big Gloves 
Code. To weigh in with some 
mondo mitts, pause the game and 
tap top C, bottom C, top C, bottom 
C, topC then bottom C 






galling all cars and tracks 

You'll have to earn a galaxy of stars and first-place wins 
(/(/ and beat what seems like an eternity of trial times to 
unlock all of Re-Volt's cars and tracks. Bur like any good racing 
game, Acclaim’s remote-control competition conceals a ma, or 
shortcut. On any menu screen (with the exception of the first 
menu that features Stan Race, Trial Times, Progress Table, etc.;, 
tap B, A, Z, Z, B, L, A then top C (right C or bottom C will also 

work) for the speedy way to 

unlock all cars and tracks. 


Cm7 Once you've enabled the 

\!/ coda, you can access the 

mirrored 1M) end thu reversed jR) 





BLOCK ROCKIN' 

CHEATS 

Whats in a name? Some special features if you dub 
^ your customized driver with die nght moniker. 
Select Build then plug m one of the code names listed below 
on the Make license screen. You can use the cheats for any 
race except for the Circuit Race (Hover Cars and Turbo 
Mode also wont work in Time Races), and you can use more 
than one code at the same ume. To enable multiple cheats, 
select Edit Racer then rename your driver with any addi- 

tional code: words 

HOVER CARS 

To make like Anakin 
SkYwalkennsfloatiraracej; 
name your driver rLYoKYnbri 
Select a Single or Versus Race, 
then blast off as your Lego Recer 
hovers far, faraway 


NO CHASSIS 

The Antithesis of LEGO building 
block codes, the No Chassis 
cheat will deconstruct all cars by 
removing the pieces from the 
vehicles. To hit the open road in 
an open-air vehicle, name your 
driver NCHSSS 



NO WHEELS 

LEGO has always emphasized 
imagination end building, so LEGu 
Racers gives you the freedom to 
construct cars that suit your 
every whim And if your whim 
happens to be driving a csr with¬ 
out wheels, then retire your tires 
by using NWHLS es your dnvers 


name 



TURBO MODE 

Its a good thing that the Lego 
characters have interlocking parts 
that allow them to snap securely 
onto thar car seats, because 
Turbo Mode speeds up the action 
with superfnst velocities To pick 
up the pace of the race, name your 
Lego dnver FSTFRWRD 
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SHOW ME THE MOMENTUM , 
STAMINA AND BACKROOMS 

Unpredictable sports need unpredictable cheats, 
and WCW Mayhem takes the concept to the mot. 
This month, we've pinned down a few more of the game's 
many secrets, and you can activate them by entering the 
codes at the Pay-Per-View Password screen. 


KLAX TO THE MAX 

B If you need to relax from Klax, head to the Password 
screen and enter any of the codes detailed helow. By 
activating the codes for Midways Game Boy Color 
puzzle game, you can play bonus challenges chat are com¬ 
pletely different from—hut just as absorbing as Klax itself. 



PASSWORD 

EFFECT 

GBCKRMS 

SPECIAL AREA SELECT 
ENABLEO 

PRNTMMNTM 

SHOW MOMENTUM METER 

PRNTSTMN 

i 

SHOW STAMINA METER 



Once you’ve enabled WCW 
Mayhems Special Are* Select fea¬ 
ture, begin a Mem Event bout 
Select Match Rulos from the Mam 
Event menu then choose the. Secret 
Area you'd like to wrestle n 


To enter the Secret Area you've 
handpicked, leave the ring and 
head down the runway When your 
riva? follows, head for the door- 
way to ’ take it outside' and battle 
in backrooms like the bathroom. 




QUIET-YOU 1 LL SCARE THE PISH I 

"Madcap" and ’zany" aren’t the first words you'd 
choose to describe a fishing sim, but they don't 
have to be the last words you’d 
choose either. By entering 
SILLYSOUND as a cheat code, 
you'll replace all of the serene 
sounds of the outdoors with 
the bomks and sprotngs from 
Saturday morning cartoons. 


© Sure, audio is hard to convey 
through pictures, but bdiuve 
us—this shot of 0 guy sitting around 
in a boat is pretty wacky with the 
ia effects 


new sount 


Jgbt FttRD HERDER 

Enterin the green block¬ 
head green blockhead, blue square 
end green blockhead as your pass¬ 
word to unlock a Minesweeper 
game The one problem with Klax's 
version is that th a game doesn't 
tel I you when you’ve won, so stop 
herding those Fords (?) as soon as 
only 36 spaces are left 



n 


SNAKE 

Punch in the red circle, 
gray diamond, blue square and 
green blockhead as your pass¬ 
word to slink into the Snake 
minigame As vou slither across 
the playing field, gobble the 
apples while avoiding crashing 
into the edges of the screen end 
coiling into your own tail 



KLAX STORY 

To reed about the history and 
early beginnings of Klax, use the 
yellow alien, biue pillar, blue pillar 
and green blockhead for a pass¬ 
word Tie text that you’ll unlock 
will shod some light on the devel¬ 
opment and inspiration behind 
the classic Atari gama 





KLAX MYTH 

Did you know that during 
World War II, FDR banned Klax? 
No? Well, neither did Roosevelt 
But according to Klax's bogus 
background story, it actually hap¬ 
pened. To read more on the revi 
siomst history of Klax, select the 
blue square, blue pillar, gray dia¬ 
mond and green blockhead. 



KLAX CREDITS 

After messing around with nil of 
the above extras, you surely will 
want to know who's responsible 
for them To sec the credits 
where credit is due roll the name 
roster courtesy of the blue pillar, 
yellow alien, gray diamond and 
gray diamond. 
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CONTROL PAD ■■■■ 
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SECRET CODE SHRINKS PAPERBOY! 
READ ALL ABOUT IT! 

Extra! Extra! We've goc the breaking news on a spi- - 
^ ^ cib! delivery of codes for Midways N64 update of 
Paperboy, end were posting all that’s fit to print Before they 
become yesterday’s headline, pedal over to the Options 
Menu, select Secret Codes, then pick New Code to begin 
inputting the following 15 codes on the game’s Type-o- 
Matic. Once you've entered a code, you can switch it on and 
off by highlighting it and then pressing the A Button. 


PASSWORD 


EFFECT 


ALUUMP 

BACKWARD 

GOFAST 

INVINC 

LITTLE 

RUSH 

SIOES 

WAKING 


UNLIWITEO SPRING POWER 
THROW PAPERS TO THE REAR 
UNLIMITED ROCKET POWER 
UNLHVUTEO HEALTH 
TINY CHARACTER 
FASTER CLOCK AND ACTION 
THROW PAPERS TO THE SIOE 
SLOW MOTION MOOE 


BIO NEWSPAPERS 

The mammoth nawspepers deliv¬ 
ered by the SUNDAY code proba¬ 
bly aren’t the easiest things to 
thumb through, but et least the 
posts with The most reduce your 
netd for precision aiming And 
that's big news. 



FRAME BY FRAME 

To ploy the game one frame at a 
time, type in UNTIMEG then tap 
the right C Button as you play .f 
you press and hold right C, you li 
ppuse the scene, By using the 
Control Pad while things ere on 

hold you can rotate the camera 

and zoom in on the action 



FULL FRONTAL 

DELIVERY 

Like the BACKWARD and SIDES 
codes, FRONTS determines 
where you toss your newspa¬ 
pers You can enable only one of 
the thr nc codes at a time, and 
FRONTS is probably the most 
challenging trajectory since it 

forces you to rtde straight toward 
your targets 





MAG00 MODE 

By prescribing the myopic 
M AGOO code, you II bo able to 
spg like Mr Mngooseesas 
objects come into focus only 
whenthoy re close The near¬ 
sighted mode displays only 
nearby scenery while upconwg 
terrain will pop up only after 
you've pedaled up close to >t 

SCREAM MODE 

Type in SCREAM to lend every* 
thing in the gema a voice And 
what a voice it II be—anything 
that you hit will scream like 
there's no tomorrow As if gar¬ 
den gnomes weren’t creepy 
eno ugh^now they’ II let o ut 
deafening shrieks that will put 
the Blair Witch kids to shamol 

UNLIMITED 

NEWSPAPERS 

It looks lika someone forgot to 
stop the presses, bucauso now 
you can have an infinite supply 
of newspapers Once you ve 
entered NOBUNDLE, rapidly tap 
the Z Button to spew out a 
constant stream of papers. 


# 


HEADLINES 

- How's bigfoot doing? 

Who won the ugly contest? 
What mauled the paperboy 
this time around? For the 
answers, you can read ell 
about them by using the I !EAD- 
UNEcode thnt displays all of 
the game's headlines as soon 
35 you begin 3 game 

ZERO GRAVITY 

For more hang time when you 
perform jumps on your bike, 
type in N1Q0N to -educe the 
gravity With the cade ectivat- 
ed, a tap of the bottom C 
Button will send your two- 
wheeler floating above the 
rooftops at a sew enough rate 
that you enn squeeze in plenty 
of stunts. 
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dss, one oi me tew sports wnere rooming means somenung ana oerng to a 
a bad thing. EA Sports, me official sponsor of me Supercross 2000 series, 
irn you into a high-flying motorcycle freak without making you eat flrt 


Here's a news flash; It hurts when you pull a while experiencing the thrills of Supercross 
Banzai off the tnple-jump, catch your toe on Armed with multiplayer racing, picture-m- 
the front brake, nose-dive into a tire rut and picture highlights and an Expansion-Pak- 
slide into a berm. EA Sports has made sure ' enhanced high-rcs mode, the first N64 
that you don't need to actually fed that pain Supercross game is bound to impress. 

PROGRESSIVE TRACK RUTTING 


Serious replay value 


STADIUMS GALORE 


As you race over and ov«r the some You can start on five exhibition 

stretch of dirt, tho path develops a tracks, but there are also 16 pro 

ait lust like in real Supercross ‘ i ' - tracks straight from the 

- Supercross2000 tour. 

wmjmmr* i # f *** a*-*™* 


Whether its an epic race or a three minute freestyle strait session, you 
can sit back, ice your bruises and watch your greatest hits from any angl 
with an advanced replay mode that gives you full reign over the spacej 
time continuum 
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SEASON'S GREETINGS 


cr and the bike, you can imagine 
•r Fender Grab into o sponsor sign 


om the circuit are here in rendered glory, 
did such a fine job of independently mod- 

00U6 HENRY MIKE UROCCO 


MICKAEL PICHON 


MIKE METZGER 


ROBBIE REYNARD 


MIKE BROWN 


JIMMY BUTTON 


GREG AUERTYN 


HEATH BOSS 


JEAN-SEBASTIEN ROY 


NVAN HUGHES 


KMO GONZALEZ 


SCNASTiEN T0RTEU1 OH*** OEEBA* 


PHU LAWRENCE 


LANCE SMAIL 


0 AMDS HUFFMAN 
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Huge airs delight the crowd, but the truth of Supercross is that ing off berms and giving other racers not-so-fhendl) 
many races are won in the 1 trenches. Managing the ruts, rocket- but a few of the skills you’ll need if you want to win 

f r V 1 JMp 

Houston, TX , ^ ^ 

The Astrodome in Houston is a roonn, tootin' place for a race, and its compact design 
makes for cramped quarters. Modify your bike so you have strong unction, loose 
shodts and good acceleration to aid you in the savage turns and short straights 


Traction 


Tap Speed 


Accel 


THE BERM SLINGSHOT 




Gun your engine- as you 
climb the berm and yank 
the handlebars 35 far over 

as you can lfyoundethe 
berm correctly, you'll 
slingshot out at high speed. 


rrs YOUR TURK 


RIDE THEM RUMPS—TEE HAW! 


£/*rjwui88S*' 


Depending on whero they 
are, ruts can be good or 
bad Sometimes they’ll 
keep you going in the right 
direction but they c*n also 
make the lips of jumps 
unpredictable 


When you hrtllat sections marred by Jots of 
mmiseu chumps of earth, pu'l back on the han¬ 
dlebars and ride a wheetyk Without the front 
whe°I digging into the bumps, you’ll maintain a 
highur speed 

WHEN YOU’RE GOOD, YOU’RE GOOD 


If you hove a huge 
leadorareabout to 
lump across the fin¬ 
ish line lor victory 
why not showboat 
□ littk bit 7 Go 


Supercross is all about switchbecks 
and other tight turns, and you have 
to attack them to win Get off the 

? as, yank on the handlebars and go 
all throttle as you clear the corner. 


ahead, bust out thtt 
massive Superman 
air end rc-vd in the 
roar ofthu crowd 


BIKE SETUP 


tuim 


Cuiew 


Current 





















































Daytona Beach, FL 




You 11 get a look at a different style 
of track when the tour stops at 
Florida Stadium m Daytona Beach 
Long straightaways make high top 
speed and stick traction a must, 
while the tons of bumps require 
stronger shocks. 


Traction 


Gearm 


Top Speed 


Accal 


Shocks 


While you're airborne, 
be sure to angle your 
bike correctly so that 
you make a nice lend¬ 
ing Ideally you'll lend 
on the backside of the 
mogulmawhddlie 
position. 


jPD W 


OIRTY TRICKS 


Thisisn t recommended for real riders 
who have to deal with immutable laws of 
physics, hut there's nothing stopping you 
from turning in the air and landng thabike 
sideways to take an imminent turn 

DON'T COME UR SNONT 




You won t make many founds on the tour by 
spearing other riders m the air or sliding into tern 
at top speed as they're turning, but hey, this is a 
business It you want to be the champ, you may 
have to resort to loss than savory tactics 


If you don t give it enough 
g&s on the entry ramp, you 
may be looking at a lot of 
pain when you spear your 
self on the top of another 
jump Gun it or pay the price 

STAY IN TNE ZONE 


Vqu can play with invisible 


S ou within the course par 
ut if you choose to turrfi 
off, make sure that you stay in 
or you II have to backtrack m 


BIKE SETUP 
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The freestyle competition is a whole different story No other rime limit and gravity. You'll Have to rip up a stunt course with 
racers, no wincing courses— just you and your bike against -a all your best airs to rope in enough points to win. 



Tampa, FL 

There are three different stunt courses to ride, but:they're stmr 
dm in that all three are compact with big jumps in the center 
and berms around the perimeter for quick rums 


THICKS 

J -Superman 
•NecNnc 

• Mo Footer 

• Mo Hander 

• Heel Clicker 
•SideHeel Click 
•Front Fonder Grab 
•RearFender Grab 
•SaianWrap 

• C !il f hanger 

• Pancake Whip 

• Can Can 
•Vert Fender Grab 

1 «CordoV3 

•Fender Grab Super 
■ Nothing 



i* 



FENDER GRAS SUPER 


To do this trick, press .and hold the bottom C Button as you go airborne, 
then tilt the Control Stick Up and rotate it 18Q degrees counterclockwise. 


SUPERMAN 


VERT. FENDER ERAI 




The Pancake Whip is simple as 


One of the staples of big air con 
noisseurs.the Nac Nec is a fairly 
simple trick to pull off Press and 
hold bottom C and then simply til 
thft Control Stick to tho Loft 


well-press and hold bottom C and 
tilt the Control Stick to theRight- 
so try linking it with another trick 
while in the air for mad points 


You can perform all tricks by holding 
bottom C as you lift off and pressing 
direction&ls To do « Superman tilt 
the Control Stick Lc't and rotate it 
counterclockwisa in a half*mooa 


You know the dnll—hold down that 
bottom C Button as you hit the jump 
lip. Then, while airborne, hit the 
Control Stick Down thunUpasfast , 
as you can to grab the front fender 


NAC NAC 


PANCAKE WHIP 



Supercrose 2000 is the 
first af its kind to hit the 
N64, and it looks like tt 
has the skills to stack up 
against itie likes pi 
Excttebihe 64 and Jeremy 
McGrath Super cross 


Racing for points is all well and good, but eventually you may 
get sick of bragging to tl?e CPU At this point, its time to grab a 
friend and m keem ro;msk.with your crazy talent 

PICK A WhtNER r FULL THROTTLE 


There won the s lull host ofTJders 
competing with you and youi 
buddy, but trust us, there will oe 
barely enough room for the two of 
you Remember, mercy will get you 
nowhere.*^ *-?*“ 


Pick your favorite riders and get out 
on the tracks' Two riders going big 
off the same freestyle ramps make 
for some awesome cinematics, so 
be sure to catch the replay. 
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Ah, die elusive bass. Catching a 
mess of these critters takes the 
right equipment, a bunch of 
specialized knowledge and plenty 
of free time—or a Bassmasters 
2000 game for the N64 Never 
before has it been so convenient 
to reel ‘em in like the pros. You 
can even challenge the pros in 
tournament play Were reminded 
of that old saying—give a man a 
fish, and he will eat for one day, 
Teach a man to fish, and he will 
tar for a lifetime. Give a man 
Bnssmastcrs 2000 and teach him 
how to play, and he will have 
pizza delivered until he wans the 
BASS Masters Classic. 


Two pi overscan no he=<d to head in 
most of the modes, except for 
Tournament, which is one player only 
Players must play is equals—difficulty 
levels, lake conditions and boats ars 
exactly the spirit, for each player, 


|> 1999 THQ ItiCy BASSMASTErtS, BASS MnstPTs£|assic And B^ss Angl 
Socictytire registered trademarks of BASS Inc", =ndarH us^d und^»r Ik 
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Bassmasters 2000 has plenty of mocks to lure 
you in. Try the Exhibition Mode if you want to 
dive right into a quick day of fishing. Tourna¬ 
ment Mode is a long haul to the big leagues of 
fishing Speed Fishing puts an emphasis on 


hooking fish quickly, and the Casting Game is 
an easy way to improve your casting accuracy. 
You can play c’vcry mode except the Casting 
Game as a Beginner, an Amateur, a Rookie or a 
Profession*!. 


Nearly everything is com¬ 
pletely customizable in 
Exhibition Mode Choose the 
lake you wont, then decide on 
the weather Every day canbe 
perfect for fishing, if you wish. 


This is your chanca to pick the 
best equipment for your fishing 
tnp Upgrade your boat and its 
motor, the trolling motor and 
the fish finder, then catch a 
heap of boss. 


The Stats screen shows 
your progress through the 
tournaments, your victories 
and your winnings Your 
biggest fish and average 
catch are also shown. 


New lures, hotter motors and 
a top-of'the line boat are 
yours when you win or do 
well in atournamentThe 
unproved equipment will help 
in the next tourney 


Exhibition 


This quick-start mode gives 
y'ou plenty of options for 
outfitting your boat and your 
rod. You can also choose the 
season, the lake and the 
water condition. 


Tournament 


Six three-day tournaments 

stand between you- and tht 
BASS Masters Classic The 
first two arc pre ^Sure-free, bur 
you have to place well in the 
last four to make the Classic. 









Changf Lures 


SuffltUm 


IW/R* 

MM* 

LUtf 


Speed Fishing 


You have three minutes to. 
Catch my fish, and your time is 
extended one second for every 
ounce of fish you catch You 
win by fishing longer than any¬ 
one else. 


Usl a topwater lure if th*fish 
ate shallow, ano use a worm if 
the fish are deeper Don t take 
1 qo much time deciding, 
though-the clock is ticking 


Reel in the fish as fast as possi¬ 
ble when speed fishing using m 
B Button-Use the fastest lures 
and presentation methods, loo 
Time is not on your side 



Casting Game 


Improve your casting accu¬ 
racy with this game. Aim for 
the centtt of each hoop to 
make it disappear Try to dear 
as many as possible within 
the tune bmit. 



Time Extended 


Early Release 


n’V-V’ 


■ you realize that your amis; a lit¬ 
is off immediately let ga ot the 

'.antral Stick to stop the casting 
ra cess. The longer the cast, the 

angorit takes toretumto you. 


If you mate all ol the hoops dis- 
appear m th„ first round, you 
will earn 5,000 points and more 
tsm& Time is cx.t enduri also at 
10,000 and15,000 points. 
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It s possible to go bass fishing with a stick, some string find a 
can of worms, but who Would want to do that? The gear is 
half of the fiid—big old bass boats, fancy rods and reels and 
a whole cackle box full of spinncrbaits, jigs and spoons. Each 



DJ 


piece of equipment lias its o*,vn specialized function, and 
nothing is more specialized than the lures. Some float, oth¬ 
ers dive. Many arc meant to look like real fish food, while 
others am unnaturally bright and noisy. 



* 



his type of lure floats and can be 
popped along the surface of the 
water, creating an eye catching 
splash. Top water lures or? best used 
when fish are dose to the surface. 
Which is likely on an overcast day, in 
the rain, ormthenfternoon 



The most versatile type of lure, 
plastic is often shaped like the bass's 
actual chow-worms, lizards end 
crawfish Naturally colored, smaller 
plastics work best in clear water, 
while brighter, larger plastics work in 
stained, muddy or deeper wa ter 



( Crankkait 

Crankbart stays dose to the surface 
of the water after it is enst but dives 
when reeled la Some crankbaits will 
go deep, but most stay in relatively 
shallow water They can betneky 
lures and are most effective at medi¬ 
um depths and in cold water 



C 


Spoon 





When fishing in heavy vet 
matted up grass and similar condr 
tions, a spoon is o good bet, since none 
of itsparts will get tangled up in the 
plants Rip a spoon nght into the vege¬ 
tation then pi ill it through without fear 
of entanglement 



( SPtNNERRUT ) 

Fast, noisy and able to cover a lot of 
water q jckly, Spinnerbait is a good 
choice when testing the waters. 
Small, dark spinnrrbaits work best in 
dear sunny conditions, while the big¬ 
ger, gaudier spinncrbaits work well in 
the mud. 
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Jig 



This fair-weather belt is perfect for 
sunny days and clear water Jigs are 
neither flashy nor fast, and they don't 
make any noise, which make them the 
bait of choice when subtlety is para¬ 
mount on those bard'to-fisb, bnght, 
sunny days. 
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Rods & Reels 


—— 
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When you select a rod, a reel comes 
with it, and they vary in length and 
accuracy of casting Line choice is 
based on weight-lighter line lets 
lures dive deeper but also breaks 
more easily than heavier line Heavier 
line won't snap as often but can 
spook the fish Experiment with dif¬ 
ferent cambmitrons until you find 
one that works for you. 



Quantum SptnGastl 
Medium 
S^rfCaj 121b 



Choose your boat and its equip¬ 
ment wisely There aren't many 
choices at first, so go with an R 
Spries boot for the best handling, 
the most powerful boat motor, the 
best thrust producing trolling 
motor, and the most advanced fish 
finder The Tournament and 
Exhibition Modes are both timed, 
sc every advantage counts 



Many situations dictate 3 steady retrieval, fa 
clear wnter and on sunny days a calm, even 
'otcfcvnf is a good idea. For n quick survey of the 
water, 0 steady retrieval also works well. 

—— - ■ ... II 4 - . r h . k %_ P _ —. —"y - 


Jerking the line from sideto side will create move¬ 
ment .19 you reel in 0 lure An err otic retrieval cou 
pled wrth a loud spinnorbint or topwnfer lure 
works wall in muddy or overcast conditicms. 


Pull back sharply on the linn totopatoptifetor 
lure afonq the surface gi to pop a plastic or jig 
along the bottom of a lake The motion may 
attraetbass thatnprmallywouldntstrike.. / 
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The three available fishin' holes are quite different from each 
other and require some varied strategies. You should consider 
the weather and water conditions, season and tune of day 
when determining your strategy for the day's fishing. 


Early Morning 


stick to 


In the morning at Old Hickory, sti 
the north shore and the shadow 
water Thegame thoughtfully starts 
you off very close to a particularly 
hot spot—ifyou slowly pull up jus 1 a 
bit, plenty ot hsh should be waiting 
for you 

f Midmorning J 

The northshore and vicinity are good 
places to stick sroundall momma 
Stay in tho shallows in the a m., and 
remember that water over hard or 
rocky ground is an Old Hickory bass 
favonte Any of the tiny inlets might 
yield some good fishin, so check them 
out 

f Afternoon ) 

Docks, poles, clusters of rocks, 
sharp drops in depth and similar 
areas within a lake are referred to as 
structure Bass tend to gravitate 
toward these areas, as they provide 
cover and often hold plenty of fish 
food, especially in the aftemooa 


Lake Okeechobee 


Early Morning 


The shallows warm upfirst in the 
morning, drawing fish to those 
waters, Most of the shore is Quite 
shallow, and the area around the small 
islands is shallow as well The south 
shore is a good place to start out in 
the morning 

C MIOMOKNING ) 

The three small islands provide the 
bass with everything they like in tha 
midmorrung structure, cover, vege¬ 
tation and shallow water Over on 
the north side of the late, directly 
opposite those islands, you may also 4 
find a good piece to drop your line- 


AFTERNOON 


EARLY MORNING 

Shasta has a shallow shoreline, but 

most of the late is quite denp Most of 
the northern rscussss are good[ phees 
to start in the momma, although they 
are along drive from the dOGk The 
northeast side of the ake, with its 
muddy shall ows r is a good bet 

f MrDMORNlNG J 

Seek out the shallow xtns with obvi¬ 
ous structure as you fish Lake Shasta 
in the jnommg—s ome o f the- best 
structure is found up north. B ass will 
also hide |Ustbeyond the shallows, 
where a steep {frop-off divides the 
deep water from the shallow. 


Fishing taks Oknechobea in the after¬ 
noon is no different from other times 
of day—you'll rarely sec a bass on its 
own. Even if ihr fish finder indicates 
only one fish, chances arc that once 
you find the first fish, you wilt spot 
several more in the same general area. 


( Afternoon ) 

Shasta isj[i toqgh lake to fish, and 
you might have to cruise around with 
the fish finder on, searching for bass. 
Stop ns so on ns you hear thf first 
piriQot spot e sign of s fish Pay 
attention to the depth readmgsand 

choose your,lures Wisely „ _ 
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No matter which lnkc you ire fishing, these essential strate- you have them down coid. As your skill improves, cry the 
gies will he lp you land the big om Or at the very least, a creel higher levels, which have pickier, stronger bass that take more 
full of small ones. Practice all of the basics as a Beginner until time—and talent—to reel in. 


Use the Z Button'to bnnp up the'Select Screen ind choosy Map tu 
navigate the lake more easily Set the red marker in the right place 
then press the A Button The map will tell you hawJongitTaKOS'td 
get there and will ask for confirmation before rrioftng your boat 


Whim a bass sir ikes at your lure, be sure to push Down on the 
Control Stick to set tta hook Otherwise, the fish just might bo 
the one that got p.way Conversely, when a trout or sunfish 
strikes on your lint, don't sst the nook. It should go away 


ft will take a while to recognize the different types of tess lurking 
within the takes You will want to cut die line with ibe l Button 
when a non-bass takes your Tine and you accidentally set it Reeling 
in thu wrong f|s»i won't count and wastes too much fishing time 


The Lure Cam is an underwater view of your line and lure Wh ich 
the lure as it sinks through the water, then rotate around your line 
using thelcft and right C Buttons to find out whether your lure is 
attracting any fish, and. if not, where the fish are located. 


Bass have ? very delicate constitution and spook eesiiy When 
you re moving into an are3 that has a school of bass use the 
trolling motor to get closer to the fish Don't barrel in using your 
boat s mam motor-the noise might scare the fish away. 


When reefing in a fish, pay attention to the tension meter-too 
much tension will snap the line Reducp thn drag on your line with 
the R Button and use the R and Z Buttons together to increa se the 
drag More drag will tire out 3 fish faster but might also snap the line. 
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YoV^zd Lt CoLLgc+oK 




Launch into the newest way 1 collect Pokemon with the new 
Pokeball Collector Marble Shooter and Collector Marble Pouches 
Collect and trade over 300 Pokemon Marbles 
with your friends - Including 150 must-have Power Marbles. 
H^^So roll into the next wave of the Pokemon craze with^^ 
SlK. Pokemon Collector Marbles. 














The Digital! Deelc of Cards 


smmmmmm 



TRADING CARD GAME 


The Pokemon Trading Card Game takes the hugely popular 
trading card game and squeezes it down to a convenient, 
Game Boy-sized package. Finally, its possible to play the 
Pokemon Trading Card Game outside on a windy day 
witnout fear of a sudden gust of wind! 

Much like they did in the original Game 
Boy Pokemon gomes, players of the Poke- 
mon Trading Card Gome pick one starter 
deck based on either Bulbasaur, Charmen- 
der or Squirde at the beginning of their 
training. Then the learning begins, and 
each new card duel brings players one 
srep closer to inheriting the Legendary 
Poxemon Cards—mythic, one-of-a-kind 

Trading Cards—from the greatest Pokemon Trading Card 
Game Masters. 

Thf trading and collecting aspe cts of the Pokemon Trading 

Card Game haven’t 
been left out m the 
game's transition to 
video game form. Win¬ 
ning duels earns play¬ 
ers booster pecks, and 
can check their 
progress to see how 
many cards theyve col¬ 
lected. They can also 
construct new decks 

Pl.iyers will visit sight Pokimon Trading from t ; hc cards the y’ ve 
Card Game Clubs in the hopes of winning earned. Many cnarac- 

guards StErMedBlSaiBte3ChC!Ub ' SmaSter ters wirhm the game 

£ NINTENDO POWER 



want to trade cards with players, and sometimes they will 
offer rare or promotional cards, speaking of specie I cards, 
some of the cards found m the Pokemon Trading Card Game 
appear only on the Game Boy Pak—and nowhere else! 

Millions of people play the Pokemon Trading 
Card Game, and Leagues are popping up all over 
the place. Some 
people collect the 
Trading Card Game 
Cards and don't 
pley the game at 
all—they just 

like collecting 
and trading the 
cards. After pleying the Trading 

Card Game on Game Boy, all of _ —“ 

tho« pu„ collectors «l.ound du« ! MS"MrJ±,“SSks 
to become players as they reap- the popular gams onto a Game Pak. 
lze how fun it is to play the 
game. Beceu sc the Pokemon 
Trading Card Game has every¬ 
thing the Trading Card game has 
and even a few things it doesn't, 
its sure to be popular with 
Poke-people of all types. 



Mysterious lifefofm lmakum?<s 
one of the Pokemon Card Piaycrs 
you will meet on your journey to 
inherit the Legendary Pok6mon Cards 
Challenge him whenever you sae his 
shape dancing in a club The rewards tor 
defeating him are great. 
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#26 Pikachu 
Pcdniel &r unnsr 


Norfbrk, VA 


you S a W a lot of Pokemon products out there 
holiday season, and now’s your chance to mafe 
urmvn.The folks at The learning Company 
ted a CD-ROM Project Studio to help you turn 
computer into a Pokemon mnnufoernrine 
this software, you can make Pokemon signs, 
r *-m,, cwfa, rid** ncd4raSj 

Other cool things, line to the Pokemon tradi- 
jectStudio comes in two colors, Red and Blue, 

” 1 7 aWc to ase of the 151 Pokemon on 
s unless you use both versions. Boot them up 

md—voilA! Youll be a Pokemon 


Ash & Friend 


V 
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1 OKcinon Stadium U^rno rko r. 


experience points and raise their levels as c , “ , " v ‘ "‘““ugtw onto 

they battle ,t out in Pokemon Stadium’ k ^ ^ ** Transfer 


& No, they won't You can mseyourPokemon's lev- 
eisundu* TMs and HMs only on your Game Boy 

cartridge. Luduly, Pokemon Stadium cows with an 
excclkntfuturc. culled GB Toivcr If you enter the 
tower whileyou have your Red, Blue or Yellow cw- 
tndge plugged into a Transfer Pak, you can play the 

, g* me <w your television screen, ft's 

Me turning your N6 4 mto a Super Game 
Bcy'Ths ,s a gnat feature, because ,t lets you 
modify the Pokemon myour lineup without haw 
Mg to qua your current Stadium game. 

Q; 1 found an invisible PC in Celadon City! 

Does this computer have some special 
power? r 


A.- UL ,t can store Pokemon and Hems! That's 
pretty’ special! No, seriously, it works just hke an 
ordinary PC. For those of you who haven’t seen 
this st,tinge phenomenon, find the building that 
Zooks almost exactly hke a Pokecenter m the 
southwest corner of Celadon C,ty. If you talk to 
the clerk you 1! discover that tfs a hotel for people, 
not Pokemon. Still, walk over to thenghtto where 
V 2* ~ oramaruy be , oaat ’ an d press A. 
Y0UU cW " « Wy functional Pc. 


A- No, no, no! Wc beg of you, stop trying to catch 

f f* Penally dangerous ghtch 
mil definitely not transfer onto Pokemon 
S adium, and that's not the only reason to avoid 

T I *IT r Com ‘P^, the 

TmnsjerPoh wt11 refuse to read ANY of the data 

on your cartridge. What about Game Shark or 

Game Genic, you ask’ Well, any Pokemon that 

have been enhanced beyond their normal limits 

by the Game Shark won’t make the grade ether 

n ” } ’ °f y° u diking around with a level-,*8 
Snorlux thinking you ’ll be able to whip the CPU 
with ease had better think ogam. Ourbest advice 

" t0 WBe y° ur ***** « high as you can 
using conventional methoils. Renumber that 

ancient adage: Pokemon theaters never prosper 

Qi In Pokemon: The First Movie, Meowth's 
done cant speak English hke the original J 
Meowth from the cartoon can. Why is that’ I 

A Because n’s...ev,l?No, ,ust kidding We're not 
completely «« ofl A „ 0 „ f> (m flMr ^ 

that the clones are not exact duplicates 

ewl m > f** if i,. m B pnysical accrib- 
utes of the Pokemon, but it could never success- 
filly clone their inner spirt's. 


JayYazquez 
ToRyhanrm. PA 
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Howdy, folks! How are things out there in Pokemon World this month? I assume all of 
your Poke Balls survived the Y2K bug all right—I told you there was no reason to 
panic. Anyway, let’s take some questions, shall we? 

Is if possible to slow the ZERO-ONE down? 



There is one trick you can try, but its not easy and it may be 
more trouble than it's worth. Whenever you press the left or 
right C Burton, the vehicle slows down ever so slightly So, if you 
keep swiveling the view from left, to center, to right, to center, to 
left, etc., then you’ll be able to maintain a fairly slow rate of 
speed. You 11 have to experiment a little bit until you get it ngbt, 
and even then, the swooping view is bound to give even the 
most hardy ZERO-ONE commuter a healthy dose of Pokemon 
motion sickness 


Where can I find a Farfefcb'd in Pokemon Yellow? 

Depending on how you look at it, fmd mg a Far fetch'd m the Yd- 
low version is either much caster or much harder than in Red or 
Blue games. In Red or Blue, all you have to do is catch a wild 
Spearow and rake it to a guy in Vermilion City who'll trade you 
for a mint •'condition Farfetch'd named Dux. In the Yellow game, 
however, you can’t make that trade. Instead, head for the path 
between Lavender Town and Fuchsia City—if you're lucky, you’ll 
run into wild Farfctch'd in the tall grass of Routes 12 and 23 . 




How is my oId 
FARFETCW* D-? 





f d FAFFETCH* D 


JV it at the outset of the beach. If you do it right, you II see the 

opin around andlook behind you, then Pidgeys regroup, charge the ZERO- 
stnrt swinging the camera back and ONE and let out a wild scratch Try it 

forth as fast ns you can other places, tool 

Where is the Scyther biding in Snap? 

Right under your nose! There’s actually a pair of Scyther making 
their homes on the Beach Area of Pokemon Island, but they 
won't show their faces unless you manage to disturb them. Try 
to picture it: There you ah;, a comfortable Scyther rooting 
around in the tall grass, no worries ac all and then BAM! Out of 
the blue a Pester Ball plummets onto your head and fills the 
grassy knoll with a cloud of noxious fumes! Of course you're 
going to fly out to get a little fresh air 1 As you pass the grass 
patch right before the two stumps, start whipping Pester Balls 
in there as fast as you can. Aim for the grass clippings being 
thrown in the air—you should startle a Scyther. 


Its easy as pro in Red or Blue In the If at first you don't find one, just ke*p 
house to the left of the Pokemon Fan looking The Ferfetch'd are quite rare. 
Cfub HQ, you can make an easy swap s 0 don t get discouraged 

I can see tbe Card Key on the fifth floor of Siiph 
Co., but these guys won't get out of the way! 

Once you've managed to infiltrate the huge building dominat¬ 
ing the center of Saffron City, you have to conrend with a veri¬ 
table army of maladjusted Team Rocket trainers whose only 
wish is to see your Pokemon faint. You can fight them all for 
experience or you can just climb to the fifth floor and start look¬ 
ing for the Card Key that’ll open every door in the building, 
including that of Giovannis office, The Card Key is at the bot¬ 
tom of the floor in a narrow hallway Walk to the lower left cor¬ 
ner and step on the warp, then immediately step on it again 
Walk down, beat the trainer and follow the path to the Card Key. 




If I T 


Tbe CaFD KEY 
opened The c 


Look at that grass fly! Nail the There's a second Scyther in thn patch Once you warp out of the mom and With the key. you can bust down anv 

bcyiner her* to se* a nice pose, plus a of gress across from thn Kangaskhan, then back in, you can simply step off blocked door in the place There nre 

poir o: inquisitive nkaenu! ^atch it roflnng for extra points. the warp tile and grab the Card Key items everywhere, so search well 
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iSsSe®® 1 


Although we’ve seen tons of unueatawes in 
last months, we want to remind you of one simple 
fact: The proper team can beat anybody. 

Last month we saw a grew example of diversifying the attacks of the individual 
Pokemon within a team to keep the opponent off guard Whne this is a good strati 
does neglect the natural strengths of many Pokemon, Stephen Davis of Ontario, Cm 
has done the opposite His team is a classic, no-nonsense group, He has all ditt 
woes of Pokemon, each of which is fine-tuned to exploit their natural advan tages 


Youcanalweysusea ■ r<- 'f \ _ 

Water-and lea-type, I » 

and Lepras fits the bill I s S' 
nicelyItsfour 

attRcksoriiperfactly * g ur f 
matched to its types ar.d 
combine to make it super- ^ | qq Bearn 
effective against meny 

types of Pokemon Surf & Hydro PUmp 
and Hydra Pump wash . 

away Firu , Ground and Blizzard 

Rock types, whiki lea 

Beam and Blizz.ird provide a chilly recaption for 
Grass-, Ground- and Flying types Since its so 
physically strong, it's tough to match up evenly 


What about the hot K s Jtfm -a f 
stuff, you a sk^ \ yi 

Stephens resident I\ n l I 

firestartor IS loaded * ' 

down with some of « Strength 
the hottest attacks you y 

enn find. Fire Punch, ** Fire Punch 
Flame thrower and Fire 

Blast wilt all make short & Flametnrowe 
work of Gress-, tee- and 
Buq type Pokemon In v r ire Plast 

casfihegctsrmbushudby , , . 

Dragon-type, Stephen also hooks up 


a Water-or L. - a — - ■ , 

bis Magmar with Strength to give it a prayer of 
deling some damage 


Of course, a team I I Jm? j' 

without a strong I } ^ I 

Psychic-type I C\ 75-, 1 

Pokemon is vulnera- ™ 

Stet, 6 sa,nd 4 

Psychic are effective ♦ Swift 

against so many types of 
Pokemon. Substitute is a & Substitute 
natural attack for Mr , , 

Mime, and you can't really ^ rsychic 

argue with nny move that 

creates done s of your Po kemon to fight or you. 

If Mr Mime meets onothor Psychic-type Stephen 

Iptsf ly with Swift and hopes for the best 


Stephen was sure to I _ X2S 
note that his Zapdos 1 

hns the same | _ 

attacks as the ono 
featured in our first Fly 

Coiosseum,buthe J 

essurosusthathehadhis * Prill 

first. 10h, really?Mn any . . u 

case, we applaud the & Thunderbolt 

choices Zapdosisso A -ru..« 

fast, and its electric ^ * hundor 

attacks arc brutal on 

Water-typas and other Flying types It you add 
Fly and Dnll Peck for dealing with Bug , Grass- 
and Fighting types, you II hovo yoursol a wmn-. 


Vlctreebel 


Go\nm 


Mag mar 


Mr. Mirtiti 


50 Pi^loW 


NUkia Wttl’jrrr* 


Send (uestians, c mmtnts ani'Srt to: 

Niol*i o F wer 
P.O.Box 97012 
Redmond, WA M073 
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Extra. Extra. Read aif about it! As always, we at the Pokecenter like to keep our 
readers filled In on ail the breaking news in the world of Pokemon, and this month 
our scope Is extending beyond the shores of the United States. This winter was 
a wild time in Japan, as two long-awaited games made their debuts. 



I 


Pokemon Strikes Gold farad Silver) in Japan 

In lot’/' \ liVA A - .... ^ tl 1 1 r « 4 M ^ 


In late November of 1999, the wait finally ended for millions of 
Japanes e Pokemon Masters. The much-anticipated Gold and Sil- 

ver editions were released to 



OBMC FREAK tA<« 


the delight of everyone who 
was anxiously awaiting this 
game, and now those of us 
who are stuck on the other side 
of the Pacific must wait our 



What is this silhouette of? It looks kind 
of like the bird that flew away in the 
first episode of the cartoon.. 


certain t>pes of Pokemon will appear in a particular place only at night! Rumors of 
radios, telephone contacts and Pokemon breeding abound, but we just don’t know for 
sure how much is truth and how much fiction. There have also been whispers of a fall 
2000 release in the U.S., but we can’t be sure. We promise to 
monitor the progression of Gold and Silver closely as they 
head east, so keep checking back! 




■ — ''. 
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OZJUfJi 


Our new hero must choose one of the 
throe new Pokfrnon above at the 
beginning of his quest None of then 
have English names yet, hut we're 
betting that one of them is a Fire type, 
one a Grass-type and the third a 
Water-type What would Charmander, 
Bulbasaur snd Squirtle think? Chances 
are, you might find out if they meet up 
in battle dur/ng the game 


turn. But wc can't wait! There have been very few 
official detatls released about the games, but the few 


we’ve seen have been tantalizing. There are tons of 
Pokemon, both old and new, and the exact number 
to be found seems to vary from report to report. Suf¬ 
fice to say its a lot, and while many will be entirely 
new, others will be new evolutions of classic Poke¬ 
mon. The time of day seems to be a factor—maybe 


ft, 


iwm! 


Gold and Silver 
feature new 
trainers and 
scares of friendly 
end unfncndly 
folk to interact 
with 



> 

/ 




Lj 






Professor Qek is there, of 
course, and it seems that 
the hero's mother pJsys 
an important role ns well 


And look at this gadget! 
The mein character 
straps it onto his wrist 
and frequently checks it 
as if it ware a watch 
Goes itkcHptimu? 
Communicate w/th 
other tramars? 

Well sea. 


For more FokStnon news, be sure to check out www.pokemon.com! 
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ORNER 


Your Questions—Our Experts! 


mmfmm 



_ t 

WHERE DD I FIND THE 5TDNE OF THIR5T 



You can find the Stone of Thirst inside 
Disciples' Tower, but you' 1 ! also have to 
get the Incantation for the Stone of Thirst 
to use it. In the Cathedral Courtyard, 
remove the boards that block a pathway, 
then continue to a grave. Use Dragon 
Tears on the grave and equip the Ring of 
the Dead to raise him from his final 
resting place. (A ghost there will reward 
you with the Incantation for your trou¬ 
ble ) Heed back to Disciples' lower, then 
foLlow the red carpet inside to e door with 
an arrow on it. Go through the door then 
down the stairs. One of the doors in the 
hallway opens to o room with a bed. 


where you will be able to put your 
incantation to good use. Talk to Dorn, 
who has a valuable item The Stone and 



The ghost that you conjure from the grove will 
provide you with the critical Incantation that 
you*II need to use to power the Stone of Thirst. 


Incantation, ft will allow you to drain the 
water from the reservoir, so you can 
access the Control Room. 



Use the Ring of the Dead to talk to Dorn, who 
will give you the Stone of Thirst, which you II use 
with the Incantation to drain water 


HDW DD 1 FIND THE PIXIE FLUTE ^ 


You’ll have to find the Fairy and Elf 
Statues to access the area where you'll 
find the Pixie Flute. The Fairy Statue is on 
a shelf near the entrance to Disciples' 
Tower. The Elf Statue is on a her a little 


further inside the building. When you 
take the statues up the stairway in the 
Tower, Lakmir will stop you and talk to 
you. When he's finished, continue up the 
stairs, where you will find Liquid Sunset 


and an Ancient Coin. You also will find a 
statue puzzle on a shelf—a perfect place 
to put your Fairy and Elf Statues. If you 
piece them correctly, a staircase leading to 
the Pixie Flute will open. 



The secret staircase will take you to a shelf hold 
inq the Pix:e Flute. The Flut* tater allows you to 
exit a window 


The Elf Statue can be found on top of t her na« 
room upstairs from the- aren where you found the 
Fairy Statue 


The Pair y Statue sits on a shelf in the left hand 
comer of a room. The room is near the woodpile 
where you find the rope. 
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You'll find Floyd in less than satisfactory 
condition in the Bridge area on the planet 
Tawfret He'll give you a sob story about 
why he was disassembled. You can help 
him out by collecting three of his 
component parts. One is in the immediate 
area, and the other two are underground. 
If you take all the pieces back to where you 
first found Floyd, he will reassemble them 
into a full-fledged flying robot. Another 
player can operate Floyd to help you 
through trouble spots 



Floyd doesn t look so not when you first run into After finding his parts in nearby areas, put him 
urn on Tawfret His former employer has taken back together sohe can help you complete your 

Imn apart m!SS ion 


WHERE’S THE TRI-ROCKET LAUNCHER 


Picking up rhe powerful Tri-Rocket 
Launcher should be one of Vela's first 
tasks on Cerulean. Drones will confront 
her in the first passageway she reaches. 
After defeating them, go through the door 
on the right then eliminate one last drone 
Go back to the room with the drones to 
find the other door unlocked. Inside, 
Frshface will sell you the launcher fot 
three gold bars that you picked on the 
surface of the planet. You'll need the 
weapon underground. 



Be sure to defeat all the enemies in front of Fishface has the weapon you want, but he drives 

the doors ^nd the one enemy behind the a hard bergm Find the three gold bars on the 

right-hand door planet s surface 


HOW DO I FREE VELA ON THE 55 ANUBI5 


You'll have to fight your way across the 
spaceship to rescue Vela, who is cooling 
her heels in a prisonlikc hold. There are 
plenty of Tnbals to rescue along the way, 
so be careful to keep them out of the 


crossfire. Avoid hitting oil cans, or 
bystanders may get caught in the blast. 
Keep your eyes open as you move through 
the different holds On the walls you'll 
find Cell Do?r Panels that you must 


destroy before you can free Vein After 
you've hit all the panels, go to the door in 
the hold with the conveyor belt. Vela and 
several tnbals are waiting on the other 
side for you to free them . 



The Cell Door Panels tend to blend m with the 
rest of the ship's machinery if you don't keep ycur 
eyes peeled 


You II need to hop onto the floating platform 
to get across a dangerous chasm inside the 
ships hold 


Vela is waiting for you to release her from 
Mizar's clutches While you're at it emancipa 
the seven Iribals 
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Magical Nitro is a powerful tool, but it's 
also volatile enough to blow up in your 
hands if you aren’t careful. You can’t jump 
or take a hit because the shock will set it 
off. You’ll need to take an alternate route 
m Castle Center to get from the room 
with the Nitro to the cracked wall in the 
Bull’s room. Find the beck way to the 
Nitro through the room with the broken 
stairs, across the red carpet and across the 
narrow platforms. Then go back to the 
cracked wall to detonate the magic liquid. 


Backtrack from the room with the Nitro through After moving through the gears, go up a ramp 
the moving gears Time your movements carefully then down soma stars to get to the Bull s Room 

to avoid an explosion. Use the. Nitro on the walI 


WHERE DD I FIND THE FIRST TWO CLOCK TOWER KEYS 


You’ll need to do some leaping until you 
get to a ledge in the comer of the Clock 
Tower From there, you’ll be able to jump 
across some slowly-moving gears to a 
rotating beam. Move cautiously across the 
beam to an elevator platform, then jump 
from platform to platform until you reach 
a torch. Smash the torch to get the first 
key. You'll need to continue through the 
moving gears to a second platform, then 
go on to the key’s matching door. The sec¬ 
ond key is just beyond tht door. 



After nepo tiating the many gears and moving sur- Open the locked door with the first key, then 
faces in the Clock Tower, you 11 have to destroy i defeat the anemy for the second key. A third key 
torch for the first key nnd Dracula ewait you 


HOW OO I DEFEAT THE MALE AND FEMALE VAMPIRES 


One vampire is a pain in the neck Two of 
them can be downright annoying As you 
move through the Villa area, you’ll proba¬ 
bly think you have only one to deal 
with—a male vampire who’s been stalk¬ 


ing you like a bloodhound. Deal with him 
you will, using whatever weapons you 
have available. Once he’s beaten you'll 
have to contend with his female partner 
She ’ll release waves of vicious bats at you. 


Destroy the bats with any available 
weapons, then turn them on th* lady 
vamp. Be sure ro have plenty of chicktn 
and/or beef on hand to maintain 
your strength. 



The Vampire who's been following you will attack 
in tha Garden Maze Watch out for his shadow 
when he pounces. 


The female vampire is unclear on the concept of 
basebel—she keeps pitching bats at you, Dfistray 
them, then her 


Keep attacking the male Vampire wi th the 
weapon of your choosing if ha gets to you. you’ll 
get more than abioody nose 


zo* 
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Csitwoman is sporting powerful black 
armor on this level, which proves to be an 
effective tool against the biomechanical 
Cyber Cat. Unfortunately it doesn't seem 
to give you the boost you need to reach the 
exit. In fact, you can reach that tall exit 
door by mastering one of the tougher 
maneuvers in the game: The Wall Jump. 
Its a tricky combination of tapping the 
Control Pad toward the wall and holding 
down the A Button. With a little practice 
you'll make Catwoman leap like a lynx. 


There are plenty of red armored guards to 
fight once you get to the Control Center 
of Ra's Hideout. The reward for all your 
trouble is a difficult battle with the big 
boss's sidekick/ht neb man at the end of 
the level Ubu is a giant man m brown 
clothing, and he's )ust as strong as he 
appears to be. His speed belies his girth, 
however. He jumps around quite a bit, 
making it difficult for you to score any 
hits to his body. Meanwhile, he continu¬ 
ously employs various kicks and punches 
that can quickly eliminate all nine of Cat- 
womans lives. The best thing to do is use 


After fighting through Cyber Cot s lair, it seems 
like Catwoman is powerless to reach the 
exit door 


your feline agility to stay dear of his 
attacks, then strike when you have the 


By mastering the difficult WrII Jump move, you 
can reech the exit—and Cotwomen con move on 
through her adventure 


opportunity. Keep running and jumping, 
or he'll manage to dc-ckwyou. 



Ubu is quick, bur Cetwoman is faster and more 
agile Use backflips to evade his powerful 
punches and kicks 


A frontal assault on Re's henchmen cen be 
difficult because he's constantly attacking Try t 
get behind him 


WHAT’S THE BEST WAY TO DEFEAT UBU 


P&A FA 


FACT 


Stick? Pick up the phone and give our counselors a call. 

Or write to: Couneetors* Comer PO. Box 97033, Redmond, WA 9B073-9733 


WIISIBACK 

0. How do f quit a game in progress? 

A. You cant You have to lot yotr character be 
defeated, then Gave at tha last checkpoint. 

0: Is them a way to held more than four reloads 
off ammo? 

A* No. The maximum number of reloads is four. 

Q. Can I run and fire at the same tune? 

A.Nq You have to etop and aim your weapon 


BATTLETANX 2 

(t Why can't I pick tp any enemies on my Radar? 

A: Yoe probably haven't picked op yoer Radar 
power-up yet. 

0: How do i take the Gofioth tank off hs rails? 

A. When yoe are defending a base, press the top 

C Button then tha bottom C Button to go 

uwhila 

ft. Why can't I destroy certain bunkers 9 

A: Some bunkers are fortified, but they ell spit 
out enemies 


In the USA Call: In Canada Call: 
1-900-288-0707 1 900-451-4400 


fSlSQ per ntfnu'*. CaOtiB aniW18 
peed para til pannitstoa rorelLI 


152.00 pzt nfioofft Callen urator W 
JMrttl pnnmtol pomtfsaicii fa J 


RAINBOW SIX 

Q. How do I avoid the Flash Bangs? 

A* Rash Bangs temporarily blind yoe, but you 
can avoid the effect by pressing Left on the 
Control Pad 

Q fs there e way tc prevent friendly fire? 

A Nape Bullets can hirt your team members, os 
they would m the real world 
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f TIME 40 SO BUGG8E J 

' * 

Where have we seen this before? An 
overpopulating race of alien insects 
from another galaxy has landed on 
carth-the perfect place to colonize. 
The invading oversized bugs arc 
ruthless, instantly destroying all 
humans, putting the fete of the 
world in jeopardy. ThankfiiDy, the 
military has secret, untested battle 
suits that may be able to withstand 
the deadly insect attacks. OK, so it s 
not exactly an original storyline, but 
amazing graphics and the powerful 
Tutok engine make Armormcs 
wildly addicting. 


Almonries ft a first 
er similar t Ibrafc,! 


NP HOW IT RATES 

This game has been rated Teen ff) 
fay the ESRB far violent content, 
weapons use and lots of bug 
squishing This title is suitable for 
ages 13 and up. 


player optics pat Itii 
different f gue. Fi^t 
inn four-pl <V«r mate 


& partner m the tv, j 
erative modi. 


CtWTEMrRJlTEO IY 


NINTENDO POWER 


Another Acclaim comic booh 
creation. Brmorines, fs 
folloLuing Turoh’s rather 
large and successful 
footsteps onto the NbM. 
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Lewis Is brash and 
unpredictable; Lane is 
calculating and respon¬ 
sible, But personality 
differences won’t" mat¬ 
ter much when they 
find themselves bat¬ 
tling with the huge 
aliens. 


NAME? 

RANK: 

AGE: 

HEIGHT 


TONY LEWIS 

PRIVATE 

3fl 

b'V n 


NAME: 

RANK: 

AGE: 

HEIGHT 


KYRA LANE 

PRIVATE 

27 


BEAPOHS OF CHOICE: 
DEFENSIVE: ARMOR SHIELD 
PROJECTILE: SHOTGUN STYLE 
EXPLOSIVE: ROCKET LAUNCHER 


WEAPONS OF CHOICES 
DEFENSIVES 7AZER 
PROJECTILE:SUB-MACHINE GUN 
EXPLOSIVE: GRENADE LAUNCHER 


DEHTHMRTCH 


RHCE LURRS 


GOING IN CIRCLES 


BIG AND SLOW 


MCftTllPLAYefi 


t 

* ■ 

tr = sons TES 
nxr - t 


Up to fear iliyers can Compete 
•gainst each oth x to detarmfr 
the best Armorina. You will h|va 
to worry about not only yoar 
opponents, but hungry compel t- 
contrdled mgs is wdl. 


M Jct yourop jr mts fey iy 
running circles around thim. 
Pnssing the right or loft C 
button while moving with the 
C mtrol Stick will do the trick, 
m king you a hard tn at to hit 


ugs with guns? Nowthat's i 
scary thought Ftnd out which 
species L tamimnt in Race 
Wars Players can choose to :• 
lai^* bugs, small hi :s or those 
tiny two-legged creatures 


Keej in mind that while larger 
hugs start with more p j war a 


a iifficult to take down, they 
ire jIso slower than the smaller 
opponmts. And sped is always 
i valuable characteristic. 


CRPTURE TIE FLRG 


WORK IN SHIFTS 


LOST IN THE CROWD 


it's just libs the sarntyu i 
to play at summir c imp, except 
this time you're armed with a 
dea Jly weapon. The first team 
to steal nnd tran ;p rtthaopp - 
mnt's flag wins the mutch. 


Standing min Jlessfy in fs int t 
the valuable flag is an important 
job, hut it's iff i b irin* one* 
Take turns guar ding the ffcg so 
that everyone has a chine# ta 
venture inta tha field. 


Jf you like battlin'' face to far t 
or struggle withdislaca 
attacks, this contest is f ir you. 
Ail players are f htmg to reach 
tha sums location, resulting in 
deadly close-rangi fire. 


When fighthr to hec me King af 
the Hill, you'll f yourself in a 
crew Jed arena. Hrvy explo¬ 
sives won't de much good-theyTI 
do as much harm to you as they 
will to your opponents. 


SOLDIE 


dUEEN 


tp& bug families. AOHHkA 

distinct hL*- WB / \ 

i ch f with tbe j > 

jwnfejstsrcji most s iMfosara tin first tintaf 
pc tcriul r defense. They are most 

effective when they attack 
Vpbtnvam. is groups. Soldier* mshii 

tor dose rouge attacks. 


Gu iids can attack fram n It's no surprise that the 
distance with projectile brains are th$ most intelli- 
weiyons, TLiy arc imlligt nt jnt iug*. They organize 

and are typically userfto pro- the wards and soldiers and 
tcct the crams and que ens are also powerful fighters 


The njue^n will not move from 
iti hatchery unless; Lsolute- 
ly necessary. If someone .jets 
past her servants, she will 
ferociously attack. 
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SECONDARY FIRE 


When you need to destroy a 
swarm of bugs instantly, arm 
yourself with a weapon that has a 
secondary, more powerful ettackv 
When you hold end release the Z 
Button, your weapon will produce 
a devastating blast 


{ BCITEB THRU BUG SUIRTTERS J 

A rolled up newspaper wont 1ay to waste these humongous 
insects. It's a good thing Amarines are equipped with the lat¬ 
est technology. You must collect new weapons and ammo. 


ROCKET LAUNCHER 


SUB-MACHINE GUK 


PLASMA SHOTGUN 


The Rocket Launcher shoots 
straight and doesn't offer second 
ary fire, hut each blast can take 
out an army of bugs Use your 
rackets wisely aim sparingly 


Kyra lane's Tazer may look 
fancy, but itfc not a very effec¬ 
tive weapon. The T8zer can be 
used in close combat, or to fire 
week energy bursts. 


This basic weapon emits single 
shoots,although you cen perform 
rapid fire by holding the Z Button. 
Private Lane is armed with this 
at the start of the game. 


Private Lewis automatically 
starts the game with this simple 
weepon. The Plasma Gun isn't 
very powerful and isn't equipped 
with b secondary fire option. 

_f GRENADE LAUNCHET^ 


THUMPER 


niNE 


Tbe User Rifle projects a long, 
powerful stream that can be 
used to knock out enemies ar 
obstacles. But this gun is not 
good fore rapid-fire attack. 

—ISTAFF OF PHAROAHV 


By strategically waving a thumper, 
you can attract insects nwayfrom 
their hiding pieces and lead them 
out Once they're ia the open, 
attack fasti 


Mines ere fun to play with hut 
difficult to use effectively. Try 
getting close to a bug. sticking 
a mine on it end running quickly 
for cover! 


This handy tool catopults 
grenades with a lofting arc, 
sending the explosives bouncing 
to word the enemy-good far hit¬ 
ting they're hard-to-reach places. 

CHEMICAL GUN™1_ 


PROOD LAUNCHER 


SONIC CUTTER 


This long wand with three prongs 
can pack a powerful punch, 
especially with the massive 
secondary fire feature. It also 
fires weaker rapid shots. 


The Brood Launcher is a strange 
tentacle-like contraption that 
can collect the hatching eggs 
and then launch them at the 
enemies. 


This is another unique instru¬ 
ment, which fires a spiraling 
spray that can cut through any 
thing The Some Cuttar will help 
vou defeat the touch queen bugs 


Green gobs of goo are ejected 
from this unique weepon and can 
bom through big hugs or bother¬ 
some wells Once again, it's not a 
good weapon for rapid fire. 
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t UNIDEMTIFiRBLE SPECIES DETECTED 1M SIBEBIR J 

In the snowy fields of Siberia, an unknown race of enormous insects has taken 
over the missile silos in an attempt to steal human technology. The Armorines 
have been flown in to destroy the invaders and save the scientists. But most 
importantly, the military must get 

do, 

Fruu find, l" 

because they will hi Ip you com- 
plete the mission. And get ready 

for an intense bug-bashing mono- ^ 

mil ride through dark mines. L * 


GET THE GOGGLES 


MISSION t RND 


• Collect the goggles os soon es you arrive* 

• Climb tha vetch tower and deactivate the energy fence* 

• Find and escort Dr* Delaney back to the powor station* 

• Ride the monorail and blast the hugs* 

• Restore power to the monorail. 

• Deactivate the second energy Fence and enter the silo 


After running off the chopper, 
look behind tho first room end 
blest the crate. You'lf desperately 
need the goggles to find your way 
around in the derk. 


FIND THE LASER RIFLE 


DEACTIVATE THE ENERGY FIELD 


After hlesting e few bugs, head to the right and go up the ramp. Around 
the corner you'll find e room. Flip the switch in the room to open the 
warehouse doot but watch out for attackers Then meke your way to 
the wnrehoune end collect the laser rifle and some ammunition. 


After rooming around the eree, you'll discim.*r that on energy field is 
blocking the only open path. Climb to the top of the watch tower to 
deactivate tha energy fence. Bugs will appear from under the ground 
Quickly heed toward tho mnnoreil tracks aid follow the peth 


DR- DELANEY HAS THE CODE 


TAKE A RIDE 


You II reech a tiny peth on tho left side hefore the tunnel entrance. 
Walk up the peth nnd into the room to find Dr Delaney. You must sefe 
ly transport Delaney beck to the power station so that he cen acti¬ 
vate the monorail. If the doctor dies, your mission Is over. 


Once the power is restored, find the moeorail You can climb into the 
car through the opening oe tha right side The ride will eutometicnlly 
start, putting you m control of the rotating gun. Keep firing and blast 
the swarm of hugs before they con hop into the monorail. 


NAVIGATING 


NOT SO FAST 


As the wild rule continues, you'll he blesting insects left end nght. 
Occasionally, tha monorail will come to an abrupt etopond you'll 
need to lump off nnd find e switch. On the first stop, you must restore 
the monorail's power Find e ladder that's hidden in the derk. 


After finding the twitch to deactivate the electric fence, you'll be 
able to enter the missile silo. But before you can finish the mission 
en enormous insect will hlast you with lasers Bun for cover to the 
right side of the dirt mound, then try for e direct shot fa the head 


1 ML. 
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FrsE Dr- Easterbrook and talk with *i*« 

Get back to the surface* 

Dastroy the gigantic bug blocking the path 

Collect two cheat-code flags- 

Gat back to tha landing pad and aovc on- 


• Free scientists so they can open 
blest doors- 

• Launch tha three oissiles that bugs have 
not obtained- 

• Gain access to the noin control rooa- 


LAUNCH THE niSSILES 


SAVE THE SCIENTISTS 


As you make your way through the maze of the missila^os^u IHm 
several scientists trapped by bugs Some are being guarded m rooms 
S others are lockedm bathroomi stalls* M ££■ can ‘ 
especially Dr. Easterhrook, who will help you finish the mission. 


The bugs ere hoping to uaa the missiles against wa T Han V: ,0 ° 
missiles have already been launched, but you can still save the 
remaining three. Press the button on the far wall of tin leiuwjb area to 
Shoot the missiles into the sky end make them eventually self- 
destruct 


Dr Eesterhroakhaa locked himself in rhe mam control room to keep 
awav from the deadly insects To set him free, you must first use a 
mine to hlnw open the octagonal door Then you can access a switch 
that unlocks the main control room and releases the doctor 


THE HIDDEN DOOftDAY 


AVALANCHE 


Tha only way to get past the 
piles of snow is to plant a mine 
and create an avalanche. Once it 
is clear, move ahead. 


GRAB THE CHEAT FLAGS 


Save your missiles for the enor¬ 
mous insect blocking the mono¬ 
rail path. Avoid his deadly rays 
while constantly shooting. 
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_ LOST IN THE JUNDI.C ^ 

ects have taken over an old temple near die jungles of 
using it as a breeding ground to batch eggs and expand 
ines must infiltrate the surroundings, destroy all eggs 


ana uncover an 
weapon. These missions involve 
more puzzles and mazes, as well 
as badder bugs, including the 
deadly Jungle Queen. Collect as 
many extra weapons as you can 
and strap on those goggles. 1 


ROAD TO NOUHEfir 


JUNGLE MISSION ■ 

Escape the tunnel by blesting the bracks 
Entor the courtyard and clear out .thP efc 
Activate the Stairway to the Sun* 
Infiltrete the Aztec Tercple. 

Seek out tha experimental weapon- 
Destroy all 3M bug eggs- 


You start m a tunnel that leads 
t® a broken bridge ami a long 
drop to your d aeth Look for the 
bricks on the left-hand aide end 
blast your way out 


A HAZE IN flEXICO 


Once vwu enter tha open court, attackers will start appearing from nil 
aides. Before long, you II he overwhelmed Collect as many rockets as 
you can, than use thumper mines to attract the bags end shoot them 
all b own in one West The thumper will explode efter a few seconds. 


Large walls block off sections of the courtyard You must step 
short stones that are protruding from the ground to open passa 
Make yow way around the area, collecting mines and rockets, 
prepared te take a long swim Hope you brought your swimsuit 


STATKUAV TO THE SUN 


INC THE TEMPLE 


Notice the large crates to the right of the mom entrance first, you'll 
have tof« wo out how to lower the front ones Then you'll have to 
lamp on top ot them and step on tbe stona, triggering the gigantic 
stairs. Climb up the stairs and open the path to the Aztec temple. 


P! 1Bnty mon sw ™ im| n9. so you’ll want to save your strength 
and find a better way over the mout in tront of the temple. Stepping on 

2" hlT do tnck. Once inside, look for the middle switch et 
me oaefe oi tha room, then shoot it to lower e lerge column. 


TI.1E FOR A DIP 


SCRAMBLE SOME EGGS 


To collect the chemical g«i, wu’II need to dive into one of the 
drowned passages. Get year head above water end shoot the tight 
brick neer the roof That will open an underwater wall, which is 
lot* (ad to the left Inside, you’ll he ehlo to collect some goodies. 


Your third objective is to destroy ell the bug eqgs hefora they ceo 
hatch. You II find eggs in three different locations Most can be 
destroyed m two gigantic hatchery rooms, end tflo others are hidden in 
the ceiling After blasting the embryos, watch out for engry parents! 
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JUNGLE MISSIONS as RNO 



Kill all the bugs on your way to the hatchery 
Climb the old ruins and locate the hatchery* 
Incinerate the large egg. 

Wander through the caves one* destroy 
all eggs* 


Blast through the tunnels and explore- 
Locate the entrance to the queen's leir 
Battle the queen's protectors- 
finish off the Jungle fluecn. 



C 


LOCK ON 


BIG-, BAD BRAIN BUG 



As you wander through the 
foggy jungle, use the target lock 
on the standard weapon to spot 
and kill hard-to-see insects 


BUZZ OFF 


This gigantic creature has more than just intelligence. The bug you'll 
encounter in the jungle is fast, powerful end deadly You'll hove to run 
for cover and try to hit the bcest Irom a distance. Moving forward 
will only put yoo closer to the brain's treachevans grasp. 



SNEAK ATTACK 



The flying bugs era mora of en 
annoyance then e true threet. 
Get them m sight and take them 
down before they fire back. 


Ganrris will be shooting et you from atop an old pyramid Find e safe 
□lace ond take tham out Irom e distance. Then race up the rums and 
spot the hetchery on the other side From high above, you can destroy 
the eggs in the hatchery Be sure to hit the big egg in the middle. 


GOING AROUND 


CIRCLES* 



As you begin the second mission and advance through the jungle, 
attackers will swarm you Iron all directions This is another good place 
to use a thumper mine. You'll quickly feel lihe you're going in circles— 
look for a blocked cave entrance on the sids ol a hill and blast it 


Fallen roeks block three separate tunnels. You should bo ahle to 
advance through on opening by discharging two rackets to create a 
hole Move carefully through the turaial on the left Although it may 
seem impassible to slip through the rockolide r you will fit 



ONE-QN-ONE lillTH THE JUNGLE QUEEN 



Whan yoo reach the sudden 
drop, ahandoo ell leer end take 
the plunge. You'll go splashing 
into water without e scratch 


Actually, it's mora like oae- on-twenty. The queen doesn't budge until absolutely necunsary, and she has 
plenty of protectors to keep her safe But once you get close enough, she will finally stir and release a 
terrifying attack Aim for her body, then her claws, and finally her head. After a while, she II disappear 
end attempt to replenish her strength. In the meantima, fend oft her many minions. 
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The bags have targeted a volcano lab in Hawaii, where they’ve 

entists and started several hatcheries. Your job is to destroy t 

save the scientists and finish off the Volcano Queen. These t 

trating, because much the area's _ 

visibility is very low. Goggles are a ESSSSs.. 

necessity. Walk slowly and look 

carefully for hidden openings- 

most are in unlikely places. Stay pS^r^’ 

alert and try nor to shoot fellow I. %/p. \ 

humans! I * 


HOflE WRECKER 


UOLCRNO MISSIONS i RMF1 

Destroy eight bug breeding hole. 

Find the crashed bug pod- 

Gain access to the research bass* 

Find the security key. 

Gain access to the lower research labs. 


After salvaging whet's left of 
the crashed ship, go through the 
tunnel and spot the hug hole 
behind the hustad tenk Drop a 
mine end blow it to pieces. 


AVOID THE LAVA 


LOCKED OUT 


PIPE DREA 


Not onljrrs the waterfall refreshing to look et, it's e passage to the 
bug pod Enter the hidden tunnel behind the waterfall end follow the 
ledqe to the left A seemingly dead-end cave will lead to e clearing. 
To advance, place a mine on the pod and clear the path. 


lb get to the research facility, you will have to travel through e senes 
ot large pipes. Turning the first velve will give you access to the 
pipes After moving through the first passege. climb op into the next 
one. Continue to twist all the valves to gam access. 


HAKE THE JUMP 


POliEfi UP AND HAUL OUT 


Once yoo reach the fallen faridge. turn left end search for the exposed 
pipe As elways, yoer goggles will help your vision io this derk area. 
Try jumping down and lending on the protruding pipe. Alternatively, 
you can make your way around to the right and hlest more hugs. 


You're very close to completing the second mission successfully? 
Tha shmy silver objact sitting on tha ledge is an access key to the 
mem generator room. Once inside tha room, you mast activate power 
to the lift and ride the elevator down to tha research late. 


wa-vMsmoiid : S3NI 
















LIOLC 


• Blast openings and creui through lab 

* LocBte%ha aisslng scientist and collect 

boab ben cons- . . 

» Shoot rock fcroations to continue dascent. 

. inncD racks on calling to crass lavB 


OUTRUN THE LAVA 


c minds pasv fKI ht? Believe it or not, lava can move hp*™ 
Aftar jumping down into tta hot liquid, «^ra«n 9in thaoroo» 
riirprtinn with aims blazing to clear out the attackBro. ft* you ■* 
thTfaf^ridof the tuonal. cl«nb your way up to the large open.ng 
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THE TALISMAN OF FATE 


YOU FIGHT LIKE A* WOMAN' 

will furcve* le a statement of ce«pect 


iat like tin* *:l<OW, ciidt of. 

10 cliar-ictciv possess tliei 
mUtjuv weapons attitude- 
fiduintf t«)ilnk|tk< 


l hi' revolutionary 4 -iJayt 


w fCTK* * TaU» Wrights renvoi X:,«: Watfc' 
is liafanarfc rd sopyriolri oi ttotlte USA 
' ^-■vtsK-n DUdbuiiM LlC Uftwd tv IMvtiyi 
Studto Ui rnsirxj Inc, AI* riQiila rtMowt. Hiuswl 
Ite Titus toga irtfri Wu** toifemjito jf Trim 
Scliwar* Cwpwnfcn. Wntwxto and if to# c 
irartcmerVs fjfWntewlJotArtling Inc <Tt90C 
Mliifmk of Amaricta* T£C- 1438 Wm- 0 ttW 7 .to 
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use CO UNCTION ©£”®A$Ji, CARTS* 

FROM THE POKeMOM TRAPtWS CARP SAMS CTWtfcjgSmjm 

<„ ^ '-VfV ” • ; ^ 

A POKeMOfi TRAPW© <®ARJ? ©AM6 *jp 
r **_ FOR GAMffBOV! /\H Ui 

















PECKS! * BLACKOUT » ZAP » OVERGROWTH IBRUSHFIRE 


✓ BOTH JUNGLE THEME PECKS! 

» WATER EL AST » POWER RESERVE / 

✓ /» FULL, SEALEP P/SPLAY BOX OF JUNGLE ' 

Get off 
•• team to p\ ( 
^vtareah out 

✓ A FULL, SEALEP P/SPLAY BOX F%A 


C36 BOOSTER PACKS!) 


> BOPYGUARP » LOCK POWW 


ALEARW 


TO PLAY <3? ROM/J 
✓ ALL A- BASE SET TWO PRE- 


» GRASS CHOPPER » HOT WATER 
» LIGHTWMG BUG * PSYCH OUT 

✓ A FULL, SEALEP P/SpLAY BOX 


✓ A POReMON TRAPING 
CARP GAME BASE SET 
TWO STARTER SET 
•CMOUPES A USARW TO 
PLAY CP ROMO 

✓A/Pf pOKeMON TCG 
BASE SET TWO 




✓ NEW NtNTENPO 
POWER T-SHIRTS 


4D19S5 1396 and 199& Nintendo, a 
Creatuios me., GAME FREAK, wc^ 
Pokemon and th* official Nintendo 
Snot art tr^domorks of Nintendo. 


WIZARDS DF THE COAST is a trick 
nrk of Wizards of the Cosst, Inc 
1999 Wizards of the Coast, Inc. 


2 nd PRIZE • ID WINNERS 


WINNERS 
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Standard Burra Ptf-on Bus Pally Upgraded Bus with Hovering Power-Up 

Now upgrade any Vigilante 8:2nd Offense vehicle 
with extra speed 5 armor, target avoidance and more! 


Gat b#ok or) the bus for oven more 
blistering, off-road siito combat inianfty 
frs 8 fully destructible arenas. 


Cnr‘52, bru’se and pick-up hidden weapons, 
plus special power-tips that let you float, 
hover end tread on snow. 


Control 18 s'i-nev/, fully loaded '70s and 
futuristic vehicles with spec??’ attacks and 


cn-tfiMIy morphing upgrades. 


Cdmbftt action. 



“Vigilante 8: 2nd Offense will be the most spectacular 
car-combat game yeti” - Next Generation 
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Shot Lesson 1 

a 

Shot Lesson 2 

it 

Amoroaeh Lesson 1 

a 

flcproach Lesson 2 

a 

Putting Contest 

it 



POKeMON 

Michael Sargent, Shawnee, KS 

Chris Schwab, Lake Stevens, WA 

Brian Sechrest, Overland Park, KS 

Andrew Sharpnack, Alameda, CA 

Greq Shaul, Edwardsvllle, 1L 

Daniel Shover, Florence, KY 

Jason Simeon, Viewtown, VA 

Jason Sncllman, Medtord, Wl 

Thoodore Soppeck III, Wilkes-Barre, PA 

Joshua Swaim, Silverlake, KS 

Joe Switala, Essexville, Ml 

John Sykes, Lonqport, NJ 

Wilda Thrift, Cobbtown, GA 

Travis Tyler, Boulder City, NV 

John llmrysz, Ledyarri, CT 

Trevor Venn, Casllepr, DC 

Michael Wahl & Marc Wahl, Plltsburgh, PA 

Chris Walsh, Allendale, NJ 

Matt Weiden, Los Altos, CA 


o 


Donkey Kong 64 
Back to Old School 

After you've photographed six fairies and cleared 
level 4 of the Donkey Kong arcade game in Fran¬ 
tic Factory, you'll unlock the arcade classic for 
free play on the DK Bonus section of your 
Mystery Menu. Play for a high score then send us 
a photo to qualify for our hall of fame. 


Mario Golf 
Palm Putts 

Head out to the Palm Club in Mario GoLf for 
Game Boy Color. If you’re keen on the green, 
send us a picture of your Status Screen showing 
your best Palm Club Tournament score and 
Stars for all of th<> Palm Club lessons and 
contests 


tn Star War,t nogut 
qvn*H, can yai bit • 
(oekia-M Imparts! hamlap 
mMIt wift a iwnMriilai 
protaa t ifpttlo? 





In Mortal K«mMt 4, 
b«w ww»j 3-D *tapi nrv 
you laka trim yoar 
opponent Wta yoa? 


Knockout Kings 2000 
You Couid Be a Contender 

Rock and sock your way through Career Mode 
then send us a photograph of the high score 
you've pounded out. If you end up being one of 
the top 25 contenders m the EA Sports slugfest, 
you’ll get your gloves on some Power Stamps 
redeemable in our Power Supplies Catalog. 




THE LEGENO OF ZELOA: OCARINA OF TIME 

Joshua Sanborn, Athens, OH 35 lbs. 

Jason Spencer 35 lbs 

K3n Zh u, Phoenix, AZ 35 lbs 

James Wallace, Ghambersburp, PA 34 lbs 
Joshua Wright 34 lbs, 

CENTIPEOE 

Frederic Busque, Plitendrc, PQ 
FROGGER 

Kellh Williams, Brooklyn, NY 77,970 
Shaun Zabiski, Maspeth, NY 47,340 

Tanq Raliq, Chicago, IL 23,360 


Challenge 


1,2574)73 




STAR WARS. ROGUE SQUAORON 

Robert Acosla, Machiasport, ME 
Chris Adams, Torrance, GA 
Tommy Albrecht, Huntington Beach, GA 
Manuel Aldreto, Walnut GA 
Peter Alewine, Piedmont, SG 
Zach Alexander, McKinney, TX 
Morley Allen, Teslin, YT 
Randy Avalos, Colfax, CA 
Jim Barnockl, Toledo, OH 
Brian Barrett, Oak Park, IL 
Michael Birch, Cambridge, ON 
Eli Boone, St Augustine, IL 
lan Campbell, Minnetonka, MN 
Tom Gashavclly, Duxbury, MA 
Sean Catureqll Cloverdale, CA 
Marcclo Cesar, Falls Church, VA 
Kevin Ghan, Alhambra, CA 
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MM S THE WORD 

To celebrate the new year, we've given Arena a new look Were also 
ringing in 2000 with two grand quizzes related to the year two-grand. 
The letters MM are related to the new year since they equal 2000 in 
Roman numerals But MM could stand for many game related names, 
too. In this initial quiz of the new year, use the dues to figure out what 
MM is an abbreviation for in the gaming world. 



1 A Psychic-type Pokemon 

M M 


2 The Banjo-Kazooie world 
where Banjo becomes a termite 

M_M_ 

3 Beetle Adventure Racing’s 
Vegas-inspired course 

M M 

4 Dr. Wily s enemy 

M M 


5 The star of Rare’s Racing 
Adventure for Game Boy Color 

M_M 

6 The copycat attack used by 
Flying-type Pokemon 

M M _ 

7 The NES alien invasion clas¬ 
sic that features Dr. Fred and 
Nurse Edna 

M M 


8 The N64 sidcscroller that 
stars Marina Iitcyears 

M _ M 

9 Donald Ducks Super NES 
alter ego 

M M _ 

10 Pokemon Pinball's Blue 
Field area where you can find 
Zubat and Paras 

M M_ 

11 Tiny Kong's shrinking ability 

M M 

12 A Super Mario RPG item 
that replenishes all HP 

M M_ 

13 The tiny toy cars in the N64S 
top-down racing game 

M__M_ 

14 The N64 Mario Gotf pro you 
unlock by winning all 308 
Birdie Badges 

M M 



X. 


Donkey Kong 64 is a tungle ot areas 
that gives explorers plenty to see. 
Take a gander at this first-person 
(first-ape?) view of the game to see if 
you can identity the area where OK is 
taking in the view. 


Woos! 


THINGS THAT EQUAL 2000 

MM equals 2000, but what else figures into 
the new year? Only one of the equations in 
each pair equals 2000. Tally up the game 
totals or make your best estimate to deter¬ 
mine which item equals the year that, for 
366 days, we’ll have to get used to writing 
instead "1999" 


Example 

The number of Winks 
in GT Interactive's 
N6-1 adventure X 50 

Q The number of 
dorses fn the title of 
*n N64 snowboarding 
game 

•f The number ot 
degrees that’s the title 
of an NES skett- 
bOPrcJmg game 
+ The number of 
degrees Rob Haywood 
would spin when you 
press fi plus Left on 
th« Control Stick 

9Th* cost of all of 
Wstto $ pit droids In 
Stzr Wars. Episode I 
Racer 


2000 


2000 


The cost Of Mario 
Party's Magma 
Bo?rd X 2 

Pokemon dumber 
of Mew 

+ The year In which 
Duke Nukem Zero 
Hour's Wild West 
world takes plica 
+ PokSmon Number 
of Sulbasaur 


2000 


KJThe cost of the 
Horn Drill in Pokemon 



2000 


The cost of one 
Gommand and 
Conquar Mammoth 
T arik 

+ The cost of one 
Command and 
Conquer Engineer 

The total number of 
times the characters 
In ttis Pokfimon 
cartoon series have 
fallen Into a hole 
or off a bridge 


raoiGgraph your aduBvenuuQCS tor -ay oi this month's three Ar^aa Challenges, 
tb^n rri,vil your snapshots or ch dJen^e to Power Player's Aim* PQ Box97033 Redmond, WA 9^073-9733 
E-mail digital photos and di.iliencc ideas to artna(fPninumdo com. lleasc include the following info 01 . the back 
pfyourphotoormyoure mafl Namt,Address, Membership number (if you have oce),NPVo|. number ,ind 
Challtny e number Tire deadline for this month's challenges is i ebruirjr io, 2000 if we use your sugucstaons or 
vouVeone of our rop qualifiers, you'll receive Power Stamps aood rowvd roerchmdise in our Super lower Supplies 
CupJogfor 5vdwcribets.Sur£ro .vwwmratendo.com to ?«£ a complete list of qualifiers. 


ANSWERS TO VOL UME 127 

Wlcre Am I? 

Jungle Japes 
Wam§ That snow level 

1 The Lag end of Zcida. Ocarina of Time-Ice 
Cavern 

2. Star Wz rr Episode I Racer-Howler Gargs 

3 GoldanEye 007-Surface 

4 G« 3 Deep Cover Gecko-Holiday 
Brosdcasllno 

5 Diddy Kong Racing-Walrus Cow* 

« Bamo-Kazoou-Freczeezy Peak 

Season 6 Gruetlnys In G&mins 

1.San Francisco Rush Extreme Racing 
JLAnakm Skvwaiker Gnsacno dozzie Birantt* 

3 Charmandr Jynx Arcanlne 

4 Penny Racers & Jeopardy! 

5 Chansey, Muk, Kanqaskhan 
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Enix and Eidos brings a new twist to the arena 
_ of monster madness. _ 


® 2000 Armor Project) 
BirdStudto/Enix 


EVERYONE 


camwt "Ana n 


When a monster kidnaps Terry’s sister and flees to the King¬ 
dom of GteatTtee, the young hero of Dragon Wamor Monsters 
is drawn into a grand adventure. Terry must recruit, train, Mr- 
tle and breed an army of monsters to win the Starry N>ght 

Tournament and free his sister. 


W NINTENDO POWER 




























A RUSE AWARE MNG 

After Terry follows a creature named Whattabow to GreatTree, 
he meets the King and tells him about his kidnapped sister. The 
King agrees to help, but only if Terry becomes a Monster Mas¬ 
ter and wins the annual Starry Night Tournament. 


The King’s Favorite 

To get started, you'll need a monster to help you 
recruit other monsters Only monsters ever battle 
in DWM The king volunteers one of his own mon¬ 
sters—a tentacledold critter named Hale 


AN EVIL PETTING 200? 


There's nothing evil about the monsters in DWM. Many turn 
out to pc valued companions once they join your stable. But 
Terry C3n travel with just three monsters et a time, so the rest 
of the monster crew has to wait at the Monster Farm. 


Monster Daycare 

Pulio will take care of "ferry's excess monsters 
When you recruit a new monster in the Mystic 
World, Sfend it back to the form 3ndpick it up for 
training later. 



Dragon Droppings 

Look for a dragon in the sky above the Monster 
Farm If you stand directly oenesth it, the dragon 
will drop something for you to catch The first drop 
is n valuable egg Avoid the second drop. 



The Pot of Gold 

Treasure awaits at the western end of the Monster 
Farm l ook for the boy and his large pot The boy 
puts items that be catches into tne pot, and you 
can take them for your own use 



MONSTER MART 


Traveling m the Mystic Worlds where the monsters dwell can 
deplete Tony's resources Before venturing too far you would 
be wise co visit the Bazaar where you can purchase valuable 
items that will make the journey safer. 


A Bazaar Place 

Thu GreatTree Bazaar has people to talk tonnd 
Itfims for purchase. The most important item early 
on is the BeastTail, which sells for 400 Gold It 
points to the warp holes in the Mystic Worids. 



Words of Wisdom 

The library in GreatTrep is devoted to monster lore 
You'll learn about monster families from the librari¬ 
an and books. After collecting 100 monsters, a spe¬ 
cial collecton will be opened up for you 



f?u 

X*">l IU 

Offcmi ly 

1KIIXE r. l 

Tk0 Irutii hard 
in l zx 
»w i a.crooayh. 


U-Store Inc. 

If Terry loses a battle m DWM, hell also lose all of 
his items and half his gold. To evotd this sort of dis 
aster, you can store money and items in the Vault 
nearthu Bazaar 
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SLIME EORG IN LOVE 

When you want to create new monsters from Sluneborgs, j 
Horks or any of the 200 monster species in DWM, head to 
the lowest part of GreatTree after defeating the dragon. There 
you can breed new monsters from your party of monsters. 


What’s in the Egg? 

Visit the women in the cave above the Shrlnr of the 
Starry Night She can tell you the gender of the 
baby monstonn the egg. She can change it's gender, 
es well. 


The Magic and Mystery 

In the Shrine cf the Starry Nightis the Master 
Monster Tamar—thr breeder of monsters Whtn 
two parent monsters have been selected and the 
Master writes it in the Journal there's nn going back. 


mzmwnmm 


How do you make a better monster? 
Begin by selecting a monster from one 
of the nine families The baby will 
belong to that family and share its 
attributes. Babies share the skills 01 
both parents. Br^d monsters vvoive 
faster and reach higher levels than 
tamed monsters. 


210 ! 


DRAGON WARRIOR MONSTERS 
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THE HHSTie WORLDS 

Unfortunately, monsters aren't found in the world of Great- 
Tree Terry must pass through the Traveler Gates to reach the 
Mystic Worlds where the monsters hve. Once there, he’ll bat¬ 
tle, capture and tram monsters. 


The Bite Club 

In addrtion to wild monsters, Terry will meet other 
Monster Masters while exploring the Mystic 
Worlds These fellows are anxious to test their 
monsters end are likely to engage Terry in bottle. 


SURVIVAL SHILLS 

Surviving the many battles in the Mysnc Worlds is no picnic 
The single most important strategy is to build up the levels of 
the monsters in your party by fighting. The following rips 
should keep your party strong. 



Venus and Mars 

Include both mate and female monsters in Terry's 

E to build up the levels of both For successfu* 
mg, monster pairs should be at level 10 or 
higher 



Extra Help 

Monsters aren't the only resource found in the 
Mystic Worlds. Terry can pick up all sorts of items 
such i)S Herbs far healing. Warp Wings for escaping 
and Ribs for taming wild monsters 




Magical Maps 

Every tamo Terry enters a Traveler Gste, the map of 
the Mystic World beyond will be different than on 
previous trips The worlds eras ton several levels, 
each accessible through warp holes. 


Sanctuaries in the Wild 

Although Terry can't srnhis progress in the 
Journal while in the wiide mess, he can save when 
he enters a shop or treasure chamber He con also 
stock up on supplies in some of these rooms 


Party Animals f 

The right mix of monsters is essential Try to t*ke 
a* least one strong monster with one or two weak 
ones In this mix, the Strang can protective weak 
while helping to build up thur levels 



Monster Gossip 

Talk to pnople in GreatTree to find out what types 
of monsters *ru found beyond which Traveler Doors 
If you don t want to write it down, check out the 
location chart below 




Lighten Up 

With so many goodies to pick up in the Mystic 
Worlds, it makes sense to keep room in Terry’s 
inventory for the good stuff Use or sell the minor 
items such as Herbs and Beef Jerky. 



r cund X PoncOvpp 

Eux Cluwot 



Peace 

Spot Slime 
Coil Bird 
Crestpent 
Dragon Kid 
Boor Slave 
Almira] 
Bull Bird 
Hork 


Villager 

Anteeter 
Picky 
Stubsuck 
Gohopper 
Gremlin 
Piliow Rat 


Memories 

Goopi 
Pillow Rat 
Dragon Kid 
CatapilR 
Picky 
Fury Rat 
Spot Sltme 

Mad Cat (200/30) 


These charts list the many species of monsters and 
the Traveler Gate where you’ll find them. Use these 
charts, along with the Monster Family charts later 
in the article* ro learn all that you can about the 
monsters The first number in the parentheses is 
HP and rhe second is MP 


Dragon (90/6C) 


Fang Slime (400/40) 


Before going into bnttle with the boss 
at the end of each world, boost your 
party's power with items Save your 
MP for the fight 


Bravery 

Certiorate 
One-Eye Clown 
Bean Man 
Flora man 
Sabreman 
Giant Worm 
I Bull Bird 

feig Eye (500^40) 


Bewilder 

Mint Drak 
Big Roost 
Dragon Kid 
Spot Slime 
Evil Seed 
Damomte 
Hork 


Talisman 

Anteiter 
Mmi Drak 
Spooky 
Goopi 
Picky 

Golem (100/20) 


Not ill monster bosses work alone. 
Sometimes you II find henchmen or 
other charactnrs in the boss's lair 


Face Tree (400/100) 
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ElKmmWESS 


STARRJ-EyED 


Th^rt s more to preparing for the Starry Night Tournament 
than just fighting wild monsters In the Mystic Worlds. In 
GreatTree, you’ll and help and ocher quests and tasks that 
help you become a true Monster Master. 



Monster Talk 

Don’t forget to talk to the monsters themselves 
when you meet thorn in the Arena and Farm areas 
Many of these tame creatures heve sag^ ndvict for 
young Monster Masters 






Labyrinth 

Chomelgon 
Cactiball V 
T&il Eater 
Rock Slime 
Gismo 
Duck Kite 
Ag Dovi.' 

Wind Merge 

Dark Horn (2000/130) 


Reflection 

Evil Wand 
Evil Beast 
Shadow 
Slimdborg 
L^ardMan 
Grizzly 
Wyvern 
Fire Weed 
Mad Hornet 
Lionex 
Rot Raven’ 
Jewel Bag 


Judgment 

Weed Bug 
Tree Boy 
Hammerman 
Mad Goose 
King Slime 
Droll 

Lizard Fly 
Giant Moth 


Outran (3000/330) 


Happiness 

Gasgon 

Dn’ono 

Pixy 

Gophocada 
Dead Nile 
Stub Bird 
Spiky Boy 

Jamira (1600/175) 


Strength 

Mud Doll 
Trep Slime 
Skull Rider 
Fairy Drak 
Wing Tree 
Drak Slim* 


Sneily 
Gulpple 
Saccer 
Mad Pecker 
Dark Eye 
Babble 
Mummy 


Stone Man (800/36) 


Funky Bird (1200/160) 


Wisdom 

Facer 

Ton gu el la _ - 
FI oraj^y 
Pteranod 
Armorpcde 

Sky Dragon (1200/150) 


Temptation 

Spiky Boy 
Mommonjs 
King Cobra 
Slime Nite * 
Stag Bug 
Misty Wing 
Dark Eye 

Servant (1000/250) 


Anger 

Giant Worm 
Giant Slug 
Poisongon 
Cat Fly 
Eyeder 
Putrepup 
Drak Slime 


Battle Rex (1000/50) 


Spooky 

Hork 

Spooky 


C-Class 

Spiky Boy 
Stub Bird 
Spiky Boy 

Heeler 
Rogue Mite 
Healer 

Box Slime 
Rock Slime 
Box Slime 


Rock-Paper-Scissors 

The Goo pi monster m the chamber behind the Arena 
likes to play this classic game Goopi always plays 
in the same order, so you just have to memorize the 
order to beat him. 


Tbe Queen of Clubs 

One e you defeat Goopi a t Rock-PaperScissors, 
hr’11 open up a stairway to the Queen's Chamber 
She II send you on a quest and reward you if you 
bring her e pri 2 e 


THE ARENA 

• 

The Arena is where Terry can test 
his skill is a Monster Master 
against the other masters of die 
kingdom. He’ll have to move up 
in rank through seven classes 
before he'll bt able to open all the 
Traveler Gates and reach the 
Starry Night Tournament. 

rK c , f 

D-Class 

Saccer 
Ftorajay 
Mud Plant 

Medusa Eye 
Mad Gopher 
Medusa Eye 

Mad Cit 
Rogue Nite 
Mad Cat 


G-Class 

Dracky 

Anteator 

Dracky 

Slime 

Stubsuck 

Slime 


F-Class 

Spot Slime 
Spot Slime 
Spot Slime 

Mud Doll 
Almrraj 
Mud Doll 

Skul I Riven 

Putrepup 

Skullroo 


E-Class 

Crustpent 
Tree Slime 
Poisongon 

Drak Slime 
Dragon 
Fairy Drak 

Snsly 
Armorpede 
Snail y 



B-Class 


a 

is 

oo 

a: 

Hammerman 

Hammerman 

Hammerman 


ROUND 1 
TWO 

Ag Devil 

Wind Mergd 

Tree Boy 


ROUND 1 
THREE 1 

Army Crib 

Madbrigon 

Army Crab, , 

1 



A-Class 

Fire Wb ed 
Evil Beast 
Wyvern 

Gnzzly 

Uonex 

Gnzzly 

Toadstool 

Upsy 

Toadstool 
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THE MONSTER CEASH 

At the heart of Dragon Warrior Monsters are the battles between 
Tfcnys party and other monsters. Thett are a few differences 
between fighting wile and managed monsters, but the first rule 
is to have the strongest party in the battle 



The Plan 

In the Mystic Lands, begin your battle with a plan You' 
have four options for each monsters Charqn Mix^d, 
Cautious end Command If you choose Command, you can 
Attack, Defend, or use a special skill or magic 


Vale Ano« Qrmt 


1M W 3 h 



bl*r» |S 
•nt rn *l«*pi 


Mass Attack 

During a difficultfeattfo, you can gam n 
using a skill tha* strikes ail of your opponents at once. If 
you have a monster with such abilities, use the skill only 
when facinc groups 


To Heal, or Not to Heal 

If it's clear that you're going to lose a battle, switch off 
the game, return to your last saved position and start 
over The alternative is to lose most of your items and 
gold Remember to save yaar game often 

—I—Sr- 
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CATCH OF THE DAH 

Another fine art m Dragon Wamor Monsters is the skill of 
catching wild monsters in the Mystic Worlds. The following tips 
will help you tempt and tease the wild monsters of your choice 
into joining your party. 


Smaller Is Better 

'fourmost powerful monsters may knockout a wild mon¬ 
ster with one attack, and that won't give you a chance to 
coax the monsters into your fold Command your biggest 
monsters to defend while trying to make a catch 


!»••« k Sky« 
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JVog 


Monster Munehies 

The wny to a monsters heart is through its stomach 
Use meat snacks such as Beef Jerky, Pork and Ribs to 
get the monsters to think kindly of you The hotter the 
snack, the more likely the monsters will be to join you. 

A' 

Selective Attacks 

The lost standing monster in a party will bt thu one that 
may join you Weed out the ones you don't want by 
attacking them first Use the Plan opt'og to target your 
attacks 
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GST ITEM 



FAMILH TIES 

Each monster species belongs to a larger family of species with 
shared traits and abilities. It T s good to know what these traits are 
when facing monsters m battle, and its even more important to 
know the traits for breeding, 



Ant eater 


Beast Family 


Many of the Beast Family monsters resemble recognizable 
animals, but they have the power to resist special skills that 
lower monster parameters. They also have strong attack and 
high HP Anteaters, Yetis and Grizzlies are all beasts. 



Demomte 


Devil Family 

These devilish little monsters arc 
attack and defense strength. The 
attack magic and other special s 
Pixies belong to this family 




Bird Family 

The Birds are speedy and grow quickly They are strongest 
against thunder magic spells and special skills Wyvems, 
Pickies'and the Phoenix are all members of the Bird herd 


Skull Raven 


it 

Bug Family 

ArmyAnts, GoHoppers and Drolls all belong to the Bug Clan, 

Hf 


an inscctile family that is strong against poisonous attacks 

The bugs have a great capacity for increasing their attack end 



Droll defense strengths. 


Evil Seed 


Plant Family 

You might not expect plants to be smart, but those monster 

S lants nave high intelligence and MP They can grow to very 
igh levels, as well, but they have low agility Trie plant dan 
includes Evil Seeds, Firewoods and Fact* Trees 



Slime Family 

Slimes mey seem, well, slimy, but they're very supportive of 



other monsters during battles They're also quick and grow 
rapidly Spot Slime, Snaily, Healer and Metabble all belong to 



Spot Slime thisfamily Putrepup 


Zombie Family 

This creepy don has strong HP, but most of their other attrib¬ 
utes arc medium to low and thoy'rc weak against such spells 
os paralysfs Horks, Spookiesand Mummies ere all from the 
Zombie Zone. 



Dragon Kid 


Dragon Family 

As you might expect, the Dragon Family is strong when facing 
fire attacks, but these monsters also repel blizzard attacks 
Every category is high for Dragons, but they grow slowly 



Goopi 


Materials Family 

This family consists of monsters that are made of non-biolog- 
ical materials such as mud and stone. As a result, they can 
resist cold and fire and they have very high defensive 
strength Ice- Mon, Mud Dolls and Golems belong to this group. 
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FEEBLE 


WEAK 




EXCELLENT 


_ Fhe numbers following the skills on the chart indicate the level at which the 
f skill becomes ivnilablt- for use. 


Ironlnrt 

Almirai 


Antenter 


Yeti 

Hammerman 
Wind Beast 


Cat Fly 


Wild Ape 


Mad Gopher 


Mad Cat 


King Lao 


Grizzly 


Goatcgon 

Super Ten 


Skullroc 


Gulp Beast 


Oark Horn 

Trumpeter 


Big Eye 


Pillow Rat 


Fairy Rat 


Tonguclla 


Saccer 


Mommonja 


Unicom 


Hit Points 


Magic 


BEAST TAMILy MONSTERS 

Attack defense Agility Intelligence 



Special Skills 


SteepS BEisnrker15 Charge Up 15 

D Lush Lcks 6 Squall Hit 13 Muifi] Cut G 

| lea bolt 3 Ic? Slash 12 VtorCryl5 

| Charge Up 15 Evil Slash 13 Kamika?* 13 

I Jnremos3 tci Bolt 5 Vhcustesh 12 

1 Sl:w4 Si 0.1 Spoil ID Odd Dance 11 

, Lag S w* np 7, Twin SI ash 3 CHlHsfolB | 

bird Blow 13 ZnmhP Cul 13 Charts Up 15 

| Uq Sweep 7 Vacusloshl2 Squall Ht 13 

1 FrubalU FngdAi 4 BlAttack 20 

Leg Sweep 7 Twin Slcsh 3 Squall H*t 13 

Flieball* Sbw4,SlsepAnH 

U Huatte 13 K0 Danci 21 hwtati 22 

DrrkSlesh 13,POffence W ChngeUplS 

I Ramming 13, Massacre 13 Wai Cl y 15 

Sleep 5 Slop Spell 10 sychaUpl3 

Sandstorm 11 BarSH-kertj Wat Cry 15 

1 Heal 2, Fr girt Air 4 Icg Bolt 6 

\ Sidcslepia.nrmfUnriG CrllHalrl? 

1 S]ow4,Sumiunr111 Slims Blow 13 

Nap Attack?, Lush Licks* SlaepAirlt 

Upper 3 Tsych'^UpG FilsyAirt7 

Ice Bolt C turn Dance 15 Mouthshutia 

\ Heal 2,AnlK<jicf Vivify 15 


Hit Points 


Magic 


DEVIL FAMIUf MONSTERS 

Attack Defense Agility Intelligence 


Arc Damon 

Akubar 

Mad Knight 

Goal Horn 
Ogre 

Ore 

E yeball 
Gigtmtes 
Chop Clown 

Gramlin 
Grandal 

Gate Gua rd 

Jamirus 

Am Oevil 

Skull Rider 
Cunta saur 
Dark Eye 

Evil Arm or 9 

Pur ra n 
Pixy 

One-eye C lown 
Oemonite 
Evil Beast 
Medusa Eye 
Lioncx 


Special Skills 



Bang5 Snlt Slash 12 BlldBlow 13 


Ft 13 d Ail 4 Bing 5 Focus 13 


Mi$$scra13 beast Cut 13 Gtg*sl;ish34 


lnlartios3 BsnaS fcnoofl 6 


Massacre 13 Mr tnl Cut >3 Slaoh 19 


S'»p5 Bn ' diow 13, Vivity t5 


WaiCiy15 Ironiza ^0 Ma pc Back 17 


Z.mhieCur3 ChnrgaUc 15 Evil Slifih If 


V-Kuslash 12, Squill Hit G TWin Hits 1!J 


Heo !2 firebilU StonSwIIW 


Cover'' ftieSf3rfi12,DnkSJash13 


Blaze? Clc-ncui 13 Thick Fog23 
Blaze 2 Tulwmd 12 Ei Altfick 20 

Sacrifice 2 Firoball 4 Sleep Ail 11 


LeaSwscp? Rr« Slash 12 Rim Slash 16 


MiQicBfCklO Fins Slush 12 Rain Slash 16 


Me**! Cut 13 Ratfnnt 13 Palsy An T7 


fir* Slash 12 Colt Slash 12 Orak Slash 13 


Drak Slash 13 Bird Glow 13 Wind Beast 14 


Sne 5 d 2 Antidole t TwinHit 5 l 3 


Blaze 2 Ri atalMJci StoltB 


Blaze 2,Fngpd All 4 FireSlwhIZ 


Rieball 4,Frigv*Air/. Iictnzs t5 
Sip 5 SuiroutvW Shears 13 


Info me* 3 VacuslashlZ HeiI Us 21 
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Hit Points Magic 


BIRD FftMlW MONSTERS 

Attack Defense A gility 

• m aAfll 


Special Skills 


Big Roost 

Stub Bird 



Bull Bird 


Mad Goose 

Zap Bird 

Duck Kite 
Skull Raven 

Mad Pe ckex 

Cracky 

Ram Hnwk 


Ha mm ng 13 Shew 13 Ch«rgp Up 
S? fldsiorm'n Vflcuslasht2 Wveft 
Bug Bl ow 13 LurePincaH Twists 1W 
Hr-12 Frigid Air < Sleep 5 


QfldO^co 11 Panic All 13 lurePnncTs 


Sleep 5 PinicAJIl3 Curse 1C 

Tailwind 12, D r ok. Slash 13 High Jump 21 
Infernos 3 Sap 5 Vacuslash12 



Phoenix 
Pick’ 

Funky Bird 

Mod Cond or 

Blizznrdy 

Misty Win9 
Innd Dwl 
Whip Bird 


S1B675 AnltdilF g Rob MaycS 

Strong 01 5 Surgg24 McqiMfnmjg 
Spied Z fVasl Cel 13 Ufesong T 


*X - c— 


- 4 - 


Surrou rHH Earle Lirht 15 Barriar 19 

Infernos3 SttfcsiepW boll Slash 1? 


Hit Points 


Magic 


BUG FRM1L9 MONSTERS 

Defense Agility Intelligence 


Attack 


Giant Slug 
Giant Worm 

Cntapila 

Gohoppcr 
Arm 

Army Crab 
Armorpinn 

Butterfly 



Specml Skills 

Wbslle 5 L usfr Licks F Dod^i^ 15 
sim fiuardtt Odd Panel 11 ~»astCui13 
Upper 3 PotarflG^B Thick Fop 33 


Rob 3 Chargr-Up IS CpII HelplC. 


Gopheceda 

Pi aster 

Tail talar 
Giant Moth 
Weed B u 

Droll 


Stag Bug 
Mad Hornet 




Horn b eet 
tyed er 


?omfrE Cu1l3 EvflShskir Lure Dance »• 
Surro und 11 Curst IF Cull Help IF 
Heal 17 Miptc Hack T7 Cd 1 Help IS 
~SuckA 1ltt StronjPIS Farewell 33 

Poison Gas R Icp S»ash12, nadrantQ 


ig'^adlanl 13 WmdaiastW 


Armorncda 
lipsy 



Rr>h Magic f ^merth Manic Wall 20 

Slow 4 Sti pfiuard M Shears 13 

Fire Air 4 SlaepS LegSw2ap7 


Tol?onWi r PaHytrlD Tmlwlndtt 


B olt Slash 1? Qgv I Cul 13 Rock Throw 17 

"H.<ni2 Frcl.cH 4 MipM?;1cU 


Uppar3JvwiSte3ha TwnHilsV) 

Mn Attack S Lush licks H Ahhll 


Hit Points 


Mngic 


PXiRKT TJMMIS MONSTERS 

Anility Intelligence 


Attack 


Defense 


Special Skills 

Pernlyza 10 Clenncul 13 Radiant 13 


Onion o 

Gulppla 

Ftrewaed 


Stubsuck 

Ambcrwead 
Cactihall 

Face Tree 

Dance Vegi 

Floraman 
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PLANT FHMILM MONSTERS (CONTINUED) 


Bean Man 

«- \ r — -I_r 1 l 1 

i Rob Mane 2 MipMunicTI Twui Hits IS 

Snapper 

1 - | f 

| SlopSpelllO Lw? Dance 15 OUHalpU 

Wmu Tree 

k £ ; I [_ | iiwciic 

| Step Guard 11 Zorrb c Cur 13 Farewdl 33 

Tree Bov 

1 1 — ri I 

| Heal 2 Icf- Boll 8, Cure® Off 9 

Toadstool 

I j _i 

1 Npp Attacks Sleep Aril Mmithshut IS 

Mad Plant 

p * I_I 

1 Slow 4 Sep 5, Numb Dff 3 

Manealar 

r¥ \ v Z~~ 1 

S^e? A r It Drek Sl^ 13 Psych* Up 13 

Herb Man 

H i [ _ [. 

Curs.® 15 Danci Shul 17 Focus 19 

Rose Vina 

————1- t ' 

1 Bfodr D15 Bt Attick20 Ultra Down 22 

Wa taboo 

I . __ r \ 1 

| Wh slip 5 ImitHP 22. Dunce 41 


King Slime 


Gold Slima 


Rock Simla 


Slime 


Snmly 


Tree Slima 


Slime Nita 


Fang Slime 
Slimeborg 


Slabbit 


Drak Slim e 
Mclabbla 

Wing Slime 


Babble 


Spot King 


Spot Slima 


Healer 


Box Slime 


Metal King 


Metaly 


Hit Pom Is 


Magic 


SLIME FAMftH MONSTERS 

Attack Defense Agility Intelligence 



Special Skills 


Heil 2 Vivify 15 Birner I'J 


Surae24 f3 g 6«ng 37 Chanca41 


Strong D15 Rock TItow 17 Hgh Jump 21 


FrRbslU n.irTrotl3 M^oaMagcSO 


tc^TotlC Num! OffS CallHdpV 1 


| Sap 5 Peralta ID Sleep Air 11 


Hfl?l 2 LlppPi 3 Br-asl Cul 13 


Wfr Cry 15 ClrjjqnUpls Call Help IS 


Lnhmvng 11 015 Rein Slnch 16 


Whistle 5 LigSwr^p? SidesieplO 


RruAr l Suck Air 11 8c Dragon 28 


SEcnfice2 Firebrll *. 6ong5 


Ta-lwint'W Squall Hit 13 WndberstW 


Fo son Hit? Surround 11 Eancbght IS 

NnpAnackf ClF^ncul 13 MouthshullE 

lushlicks2 CdllHelp 18, hmaie22 


Beni 2 Upp*r3 Hp’HJsZI 


6I»e 2, Upprr 3 Ftanminp 13 


Boll 7.Ironire It Hell Blau 3& 


Glezn 2 IcaBotl* iia*tI7 


4 




Hit Points 


Magic 


ZOMBIE TAMILS MONSTERS 

Attack Defense Agility Intelligence 


Special Skills 



Slow 4 Sap 5 M-^c Bock 17 


1nfrmos3 CursrG‘f5 f*amsir 19 
Sl*ppAn 11 Radanl.3 T)uck?ap23 


Sep5 Bird Blow 13 oiAtl*ck2Q 


Lush Licks - PajsOflGiSlO £*njlrht15 


lush befcs 3, todisnt 13 Moul^hot 18 

Dbvh! Cut 13, Eerie l??hl 13,CursBll 

iTenl 17 Htn]U$21 TntsuCull 21 

Frigid Air 4 KO Onct 21, ThtcV Fos 23 


Heal 2 Num 1 ' Ofl 7 Curse OffS 

Frigid Air 4 Twin S'ash 2 Ice Stoh 12 
Step Guard 11 Iromze 1C Magic Wall 20 
Rf» Air 4 bghinlpgll Wind banal 14 
Sang 5 Boll Slasli 12, brd blow 13 

Blaze 2 I ce Boil 0 Focusla 

Heal 2, Vi vify 15 8c°t 17 

"OddOflrvc-U Ti mslonn22 Imttile22 

Parana 10 Evil Sash 15 Cell Help 13 
bghtnmgll Bell Sl*ah 12, Ka iniknat IS 
Infernos 3 Bolt 7 Chance 41 
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DRAGON WARRIOR MONSTERS 



































































































































































































































Andreal 
WingsnBke 

Chamelgon 
Tort? agon 
King Cobra 

Great D rak 

Contol 

Mmtdrak 
Oivinegon 
Sky Dragon 

Swordgo n 
1 Spikerous 
Crestpent 

Dragon 
Dragon Kid 
Mad Dragon 

Battle Rex 


Gnsgon 

Fairy Prak 

Ptaranotl 

Poison gon 

Drochi 
Rayburn 

lizard Fly 

Lizard Man 


Voodolt 

Mimic 
Metal Dra k 

Lava M an 


Hit Points 


Magic 


DRAGON FAMIL9 MONSTERS 

Attack Defense Agility Intelligence 


Special Skills 



Infernos 3 Person Hit 10 Surround 11 


f o son Hit 10 Squall Hit 13 High Jump 21 


Paralyze IQ Pane All 13 PlIsyAlrl? 


Lightning 11 Iron it if MoqiC Sack 17 


Poison Hil 6 Cui se lfl KO Diner 21 


Frigid Air len Shsh12, Suck All 14 

Bang 5 Holt Slash 12, Evil Slasblfl 


Sanetooi m 11, Running 13 Cdl Hf Ip If 1 

Frigid Air < Medtate27 SigBangS? 


Fire Atr 4 Sick Ah 13 Mulucjt23 


CI»Dncur13 aiyieQifa.nalmlEShi? 


Poison Hr* Slop SpalHD bedriignn7S 


Firp Air ^ hie Slash 12 Suck All W 


Fire Air 4 SlsppAai 11 Dodgoia 


1 jsti Licks £ Skcp Air 11 Surround 11 

Firebnll i Isilwind^WmrtBQPstW 


Fc son H I C tiisti Licks t Poison G-M10 


Fir s Air 4 FircSfgshlZ fe Ai tack 20 
PtjisunHil n Vicuslasb 12,Devil Cul 13 

Flrphell 4, Fire Air a Wind Grwst 14 


Hit Points 


Msgic 


MATERIAL FAMIL9 MONSTERS 

Atteck Defensa Agility Intalligenca 


Special Skills 



Mad Mirror 
Evil Pot 

Stone Ma n 

Evil Wand 

Jewel Bag 
Mad C andla 

Gismo 

Roboster 
GoldGolim 

Golem _ 
RoquaNitc 

Facer 
Spiky Boy 

Mud Doll 

Ccul Bird 

Curse Lamp 

Bomb Crag 
Balzac 

Sabrama n 
Ice Man 


MipMamdl StopS^ell 17 Tnnsfonn22 


SluEp5 Cwerl3 Beet 17 


Cover B Suck All 14, Me-f taw 27 


Fficir 1 Ali4 D&chaos7 MapiVbgcD 

Fireball 4 Slop Spoil 10 l ime All 13 


Blezr lWhi$lle5 Psyche Ud 13 


Fire An 4 Fr gid Air 4 SuckAir15 


TntSU Call 21 Surge 24 Bir;Bang37 


Psyche Up 13 Chirr*? Up IS Strong D15 


Hrel 2, Mel Pi Cul 13 Evil Slash W 


Sccnfir? 2. Inlernos 3 Llfesong 25 


Sncrifice 2 SlImoBlow 13, High Jump 2T 

SidPsterB Odd Da nce 11 Hun le13 

0«*aos 7 Numb Off 3 SuckAlll* 

Spe«*2 Upper 3 TwnHitslS 


S-icnf ce 2 Metftate27 Famwell33 


Rang 5 Bolt 7. ft/kilticiit 2D 


fngdAM.Icp doll 3, Strong 015 


Le^Swefj>7 Call Help IB Dodge 13 


Sup 5, Suiround 11 Fame All 13 


3'nzp 2, Step Guefd 11 ’eel 17 


BerSprk^rlS Rock Throw 17 XamikazPlS 


Massacre 13, Lure Dance 15 Evil Slash15 
Firp An * Mam! Cul 13 Evi’Sl^ah iT 

Sacrifice 2 Barserksrl5 Fa.' n wpll33 


R*>3Sl Cut 13, Evil Slash IF GiQnsla$h34 


Squall Hit 13 RanSlashlS rit Attack 20 




Sandstorm 11 lUtessacm-13 Rock Threw 17 


Blazr 2 Fin An & Cnwr 6 



HIE 



mm 



The taps and charts in this review should help you on your way, and 
don't forget that DWM uses the Game Link for fighting and breeding 
monsters with other Monster Masters It's a bit more serious than 
Pokcmon, but RPG fans will love the experience. 1 )? 
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j in the world of 
j spies and covert 
J operations, the 
J exploits of Ethan 
J Hunt have become 
j 1 the stuff of 

legends. Now, 
i' infogrames fives 
you a chance to 
become a lef end, too. 


qv VF UPi" ******** — -- ^" 

siSllMs 

S w y . -«- ** - 

3mc cool persona! data gizmos and other surprises 


Ulhirrunn pmWFP 



















General Reznik is planning terrorist actions against me civmzea 
UN inspectors and building nuclear missiles. Ethans first mission 
Generals HQ.and steal his database. The mission is fairly easy, a $ 
that teaches the basics of covert ops. 


START 


Cross the nor th bridge and head left 
end down one block to the statue 
You’ll receive another message 
from your contact wh*n you arrive. 


Somatimus you can't hidt from the security patrols, or you might acci¬ 
dentally step into the view of an agent If your covers blown.youhave 
two options—you can fight or you can run. Running u^Hy is the betttf 
option because the elarm will turn off after a short time If you fight, 
you run the risk of alerting still more guards 

S South Bridge f| fO The Ministry 


Enemy agnnts are always an 
guard, looking for suspicious char 
meters When you see equard, 
quickly move out of sight. Laarn 
their patrol patterns. 

ft The Safehouee 


Keep out of thaguards' line of sight, Fn 
staying to the left side of the room, ^ ^ 


When you reach the Ministry, 
you11 hear a beeping noise tint 
indicates that the key has been 
activated Push the B Button to 
use the key and enter the building 


Your secret contact tells you to 
go back across the bndge to the 
snfehouse Look for a dark gray 
building and step up to the door to 
get your briefing 


and don t panic it you near or aiaim 
Look far a cubicle with no choir and 
download the data, 
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Thb General s Quarters -an* on the far 
side of the compound from your drop 
site Take the southern route, stealing 
along the buildings and keeping out of 
sight. 


Go bock to the right Your camtra icon The exit for the room is far to the 
will flash when you reach the head of right Dodge the guard, then get out 

the table Snap a photo of the code of the building Return along the same 

book route that you used to the <nmp 


Crawl under the lasur beam and move 
around until your stethoscope icon 
lights up Use the stethoscope to 


When you reach the door of the General's Quarters, use th* hook to 
reach tnn roof Go to the skylight and stand in the middle If nothing 
happens, move around slightly 


After Ethan recovers the data disk in the first mission, you'll discover that the information is 
encrypted. The only way to rend the disk is to get the code book from the Generals desert camp 
and photograph the key page. The gymnastics in this mission include using a hook to climb 
onto a roof and dropping down into the office through a skylight. Don't get famous. 


O Find the General’s 
Quarters 

□ Cliinb to the roof and 
enter through skylight 

□ Kind and open the bate 

□ Photograph the hook 

□ Get out undetected 

























































































































G Wait for the cnll 



Now that you know what the General is up to with his planned missile launch, it's up tc 
you to stop him. Hie only way to do that is to sabatogc the test missile You'll need a dis 
guise and a special tool thnts stored on the missile base. As always, if captured, the secre 
tary will disavow any knowledge of your actions. 


TART 


Move around to the south 
side of the oasis and take 
the phone calf from your 
mission director 


At the bottom of the mop, 

GO to the first building and 
pick up the mechanic s 
overalls that will serve as 
your disguise. 

fO The Warehouse 


You'll find a special tool for opening 
the access panels on the missile in 
the second building and more tools 
to complete your disguise in the 
Supply Shod. 


The missile is stored in the ware¬ 
house to the north Hntcr the building 
by the east door Although the west 
door seems open, it isn't Watch out 
for guards 


Walk slowly along 
the catwalk close 
toth« missile 
When the tool icon 
fishes, stop and 
sabotage the mis- 
sii? Repeat this 
Action f ivg times, 
then get out 


the missile, youTI 
have to escape 
back to the 
northwest side 
of the oasis near 
the palm tree 
You can head 
almost directly 
west from the 
warehouse. 



1 1 
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ISSION: IMPOSSIBLE 
































































The terrorists have more equipment m onoiner 
director instructs you to destroy the stockpile usm 
r*nd place them in a guarded building 


The sands around the hast have been 
planted with mines, so proceed slowly 
and listen for the warning buzzer of your 
mine detector When you hear it, back up 
and skirt around the mine 


START 


The approaches to the hob in the south 
ern fence are along the *ence itself Al. 
other paths arc blocked by landmines 
Movs very cautiously in this erea. 


Hie explosives are in a nv 'toi crate 
locntednortheist of your starting posi¬ 
tion Go there first and pick up the explo 
sives for your demolition work 


Room 


Many guards patrol 
inside the base Th* 
only wey to stay out 
of sight is to stay 
underfoot Crawl to 
the building, pausing 
behind cov^rwhen 

S uards venture near- 
y \bu II enter the 
building through the 
roof vents. 


beams, and stay out 
of sight of the 
guards You'll buve 
to circle around 
through some hall 
ways to reach the 
equipment room 
where you'll place 
the TNT 
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Even though you’ve managed to disrupt General Reznik's plans, the Mission: Impossible team 
needs more information on the terrorists' activities In this mission, you must infiltrate an 
embassy and plant a listening device inside 


C Find the Embassy 

n Climb the nearby build¬ 
ing and jump to the 
Embassy from the roof 

□ Locate the Elevator 
Control Room 

□ Descend the east eleva¬ 
tor shaft and place 
the bug in a hallway 

71 Return to the drop 
site an the roof 


Hi* h Security 


Tie streets around the embassy 
are cnwling with enemy agents, 
and the best way to evade them is 
to do some crawling of your own If 
you crawl next to walls, they 
won't see you 


The Bi« Jump 


A Top Secret 


Use the grappling hook to climb up 
to the hotel roof, then move to the 
east and south to reach the jumping 
point to the embassy roof 

The Ri*ht Shaft 


Although you can't |ump by pushing the A Button, you can make the 
leap to the embassy if you get a running start at location #2 on the 
map You II automatically jump to the embassy 


You’ll find two shafts inside the ele¬ 
vator control room on the top of the 
embassy Choose the east shaft and 
start climbing downward 


the Hallway 


Down and Out 


Using the suction cups, climb to the 
bottom of the shaft Your listening 
device icon w:ll start to flash, inrii 
eating that you*m it the right place 
to leave the bug 


Use thoathrtr elevator shaft to 
reach the st ree t On your return — - 

tnp to the exit point, use the same lj 
crawling technique as before to 
stay safely out of sight 
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MISSISNt IMPOSSIBLE 














































choose to accept the following missions, yon li have to guide *tnan tnrougi 
rngly difficult stages such as a return to the missile base where yon muse destroy 
ar warhead. The maps get larger, and there are more enemies the further you 
lust keep in mind that nothing is impossible. 


Blow up the Generator 


The Compound 


Your final task in Mission Six is to blow up 
the generator Place your TNT near this 
building, than hightail rt to the southeast 
comer of the has?to escape 


In Mission Six, Ethan has to find a weak 
spot in the wall and dig into a military 
compound. Follow the streets to the 
southern part of town then search for 
the wooden fence shown above 


TRO'J 

NOI..W 


NINTENDO POWER 


When you've had enough of the cloak and dagger of the missions, Mission: Impos¬ 
sible offers another option—the Agent Organizer, The programs of the AO tire like 
the gadgets rhar a spy might carry. You can keep secret notes, calculate mathematical 
problems, send remote messages and even control other electronic devices. You can 
do all this in one of the three included languages—English, French and Spanish 
which is true of the game, as wclL The Game Pak also saves your Agent Organizer 
data and one game file Whether you’re playing the M:I missions or using the Agent 
Organizer, there's a lot of bin packed into this small Pak,but its so sophisticated that 

it works only on Game Boy Color. 9 ? 


This is the coolest pert of the Organizer You 
can use the Infrared Port to program your 
Game Boy Colorto operate your Tv. VCR, 
satellite or stereo like a remote control 


The h indy calculator in the Aoent 
Organizer lets you do basic math such as 
addition, subtraction, multiplication and 
division 


The Secret Files are organized by 
Addresses, Messages nnda Notebook 
You'll need the manual to figure out how 
it works, so hang onto it 


The final future requires two people to 
hav* copies of Mission Impossible so they 
oar send messages to one another The 
transmission distance is limited to a few 
feet in most cases. 


































































Pi* HrtLO 


Over 200 cute £ cool 
monsters to collect 


^reed witfrybui f/iends 
monsters too * 


Explore Ihe Mystic World 
interr^a adventure 


Challenge your fnends 
With trained monsters 


J^arfdemlyv'generating 
dungeon^m The Mystic World 


MONSTER 
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worms Armageddon 

Hits N64.. , 



like A cow Packing 




A wooly 
Hying 



a cranky Old 
woman 







OR.MS ARMASEPPOM FOR Mf 4. 


PIS IS MO FISHIMG SAME THE ULTIMATE 


TEST OF STRATEGY PITS WORM VS. WORM OU 44 


BATTLEFIELPS FOR 1-4 PLAYERS. (SMITE 41 SPECIAL WEAPOWS. LIKE HISHLY 


FLAMMABLE OLP LAPIES AMP 3QLWCV BAHAMA BOMBS, AS YOU IMCH YOUR WAY 


LEfflU 

-SG23B 


TO VICTORY. W MUITIPLAYFR MOP’S, £P£ATC 


OWUMIT6P APPJTfOWAL USVEtS FOR 


fJOM-STOP PLAY. WORMS WITH 


WEAPONS . .TAKE THH SAIT 
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He's a mean, green, genre-busting 

gp MACHINE. GEX THE SECRET AGENT GECKO 
” HAS PARTED ONTO THE GAME BoY COUOR 
r WITH A NEV MEDIA-DRIVEN ADVENTURE. 

Nintendo Power's mission briefing may just 
ree? YOUR SUMY hide out of harm's way. 


XCITEMEIVT 


Eidos has taken Gexout of deep cover and shrunk him down to pocket size for 
the Game Boy Color. The back story remains the same: The gecko's arch- 
ncmesis, Rez, has kidnapped the beautiful 
Agent Xtra, spiriting her away from Gexs 

underground lair. Now she's trapped in the 

Realm of Kcz, a cheesy* nctherw orld of bad I 

movies and badder villains. Her plight does , t ' 

not sit well with Gex, whose cold blood hits MW 

heated to a rolling boil for revenge. Dipping |WL? JDI 

into his bag of disguises, the lizard of 1,000 I Jf jd 1! I a 

faces sets out to infiltrate each 

world, finding remote controls ^^SSSS^mSIxSSSSSr 
g 5 A that will lead him to his girl- ^ m ____ 

L* ^ friend. You*lI find plenty of ~ M BjlB~W |HE'g % 
\ tad-bouncing adventure in \ 
this platformer, which 

Mm M * brings loads of color to 1 ** ^^^*™^* ! 

fMJL * ( the small screen. Beam 
IffL j|k into the action, because 

lgf 0 no cxmdh potato is going 


£)1909 Bdos Interactive Ire. 











































Y6v*1l find Fly Coins all 
over the piece, but 
some o1 them are hid¬ 
den away Fmd 100 on 
each level to gel extra 
remotes. 


Make an addition to 
your life Iwe with Gax 
Pews. 11 you've taheoe 
hit. youll get your paw 
back. If not youll get 
eo extra pew. 


Your tail will become a 
formidable weapon 
otter you grab Blue 
Flies. Certain enemies 
can bn defeated only hy 
using Blue Fly power. 


Purple Hies will give 
you an extra life, so 
check your password 
after you grab one 
Youll have the hie the 
next time you pley. 


Whech the greea TV to 
release ooa of these 
flies, but be sure to eat 
it with Select before 
you’ra attacked. One 
hit and ifs gone 


CAVE! 


n a secret ferent control rooms house the Misaon Jfeds, 
and more acme when Ac spinning remote drops down. You 11 
TWdtf- ically teleport into the channel when you stand on t 

Control Room 1 


You can access tne auuw- -—~ 

underground control room. As you collect more 

remotes,you’ll be able to Access different misstonj 

Mmn Control Room 


Tha door o* the lower level ot •» »«■■■> - 

will take you to your first two missions. Whack: ti 
first remote above the door with your tail theni he 
to the Holidey TV remote pad for some frosty lun 

Control Room 3 


control Room S 


YouTHindthe 
path to your linsl 
cunfronielion 
with Rez through 
Ihe third control 
room doer. You’ll 
Blaofmd other 
adventures to 
poreua and a 
mysterious 
spacecraft. 


You will find four 
channel missions 

and a Bonus Pad 

in the next con¬ 
trol room. As you 
accumulate 
Bonus Coins, 
you'll be able to 
play bonus 
games for extra 
remotes. 












































CONTROL ROOM 1 




VHACK THE TWO ICESRMIHQ EEVES • DEFEAT THE EVIL SflHTft 

rft that ancient tiemd landscape will give you plenty of spills and thrills as you 
r clammy green bounce among the icy slopes, clouds and tree branches. Done 
„ warzKmfc The worry about felling down, hut avoid the holes on the bottom. 


The two skating alves can do 
soma damega. but you should be 
?ble to knack thorn of f their 
feet with a few tail attacks. 


Your reward far carving the me 
sculptures is a remote sear a 
tree Just up the clouds in the 
upper right corner. 

SftNTft BftRBftROUS- 


Youll hava to be quick in e direct 
attack against tha pangums, kit 
itfe easy to swat them out of tha 
air when they jump. 


Rve gacko-sizad maunds of ica 
are scattered about tha winter 
landscape Usa tad to carve 
them Into a Gex-shaped statue. 

Mouse Hunting 


Santa's evil twin is 
hiding out ui a cave 
at the top of the 
leva!. Don't try to 
attack him. 

Instead, wait far 
him to throw a 
snowball then ewat 
it beck at him with 

a twist of your tail 


Check the doors 
to tha houses 

S u run across. 

tfll find a 
remote inside 
one hntiso and 
Fiy Cains in 
soma of the 
others if you've 
whacked the 
twoalves. 




















































SURVIVE THE «EPGE MAZE • BREAK THREE BlOOD COOLERS # STEAL THE MAGIC &VOOT 

There arC dangerous dungs afoot, afloat and aloft In this and secret passageways for dues that may lead you to Agent 
haunted mansion. Don't worry—Sherlock Got is on the case. Xtra. The truth is in there, but the way Isn't always obvious. 
Disguised in cap and cloak, you'll search through the doors Don't get lost—Follow our trail of digital breadcrumbs. 


BliIndlrbijssld 


The lower right-hand daur in the 
house mil taka you to e maze. 
N&vigote the hedgerows to the 
lower right-hand side to get to 
the room with e remote. 


Watch oet for the hunters 
patrolling the maze. Its herd to 
eey what typa of prey they origi 
••illy were banting, but they'll 
settle for 0 giteko. 


As you travel through the No, that isn't red punch in 
maze of life, don't forget to thus* watar coolers. The 
stop end oot the Purple Hies, refreshing water has haait 
In the cese of this meze, don't repleced with fresh blood, 
forget to hit the Purple TV for You'll need to smesh all three 
an extra life. coalers with your tail, 


Be sure to explore tha room 
on the first floor before you 
move on The hidden room 
above it holds the lost Blood 
Cooler end a remote for 
smashing ell three. 


ghostly Knight 


You'll need to maka 0 big bouncing pimp across the stairwell to get to 
the chcckerboord chombor of the ermorod ghost Avoid hisphentom 
energy blasts as he Moats around tha room, then try ta whack him with 
your tail Once has base exorcised, steal into tha next room ta steal his 
magic sword. You won't need to go far to find the remote 
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CONTROL ROOM 


5 of Ra • Release the Seirits from the Three Lost Arks 
• Ride the Raft to the Ancient Temele 

d with many pitfells for pyramid and beyond, you’ll have to jump with care—or you 
wl»» it to ths top of the might get impaled on spikes or swept away by a raging river. 


Shake stomping ^ spirit Away 


Just jump os the Lost Arks to 
release the spirits inside. The 
first Ark is on a lodge et the 
hegmnieg of the level, ths 
others ere m the pyramid. 


Spitting cchres litter the land' 
scope,hut they're easy to 
defeet once you learn the best 
method Avoid their epit wads 
then stomp them 


Gimme a Ra 


Helping Hand 


Open e sarcophagus to find rooms 
holding the three Staffs of Ro. Be 
sure to smack them with your tail 
wheo you reach them. 


The creepy hand on top of the 
pyramid cache e friend or foe, 
depending on how yue handle it 
Make its pounding count 


Remote Reward 


Rough Raft Ride 


Moke yner way down to the hot tom‘right 
comer of the pyramid to reach the raft 
leunch. Don't jump too much your first tune 
throegh—just hunker down and get to the 
othor side. On one of your trips, rememhsr 
to cloutHiop to a Bonus Coin. 


After fighting your way ecross 
the water—dodging and whack¬ 
ing hues—you would think you’d 
get e break on the other skis, 
end you'd be right. Climb the 
temple steps to find the remote 













































































o COUSCT Mt OF k • 5 U.VW 6 ME ow w* 

Vo„'B P ri»d H.™ are pl»«r of critj® Aa. «m hun r°«, 

Ehcmaior danger is feffing down ahole. 


q Visit the World's Largest Too? Motiw 

04 is *««* in Ais level as the Gecko wi*NoJ 
to take him through a tough muting town 


CABIN FEVER 


THOMY ?ROBLEM 


Check ell the doore; Thefe s goW 

in them that cabins. Okay, HiBra 

isn’t any sold, but there ete plenty 
ot Fly Coins to collect by hourw- 
ifta around the rooms. 


Mean-spirited onimelQ have 
overrun the old saloon 
Yo«H have to fight yoer way 
acrose the room to get to 
the mine entreace end the 
card on the bet 


You cw teke the high road 
to get to the playing cord 

below the clitt, but you ll 

have to hop across the 
drink to get beck It may 
teke e few trios. 


SURVIVAL 


Go Vertical 


You'll notice e 
pathway lending 
straight «p from 
the mine shaft 
Climb up to the 
top to got back 

where you stat¬ 
ed but et e higher 
altitude. 


After getting past the mob 
of armadillos, all you need 

to do is hope couple ot 

chasms for the remote. Of 
course, if you fall «t Y° u " 
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#DESTROy THREE ALIEH CULTURE TUBES # DEACTIVATE THE ?L A WET-0-BLAST WEAFOH 

• FIND AND DESTORy THE RoGUE HECHS 

At first, the steel girders and ramps of the Anime Channel this earth hover around every corner, ready to end the life of 
may remind you of the safety of the G excave, but you’ll soon an intrepid lizard. Stay dear of the dripping green goo, 
discover the dangers of this alien spaceship. Creatures not of too* it doesn't wash off with soap and water. 


UfUJJiJl 

VitainikW 


The eliens are pumping their 
foul green goo from three 
efien culture tubes on their 
ship You'll have to run 
through e goantlet of drip- 

£ ing toxins to enter the area, 
ut destroying the tabes is 
just a reader of smashing 
them with your teit. 


Domo Arigato 


Smash Blaster 


After beating the Mechs. 
yoa'll be eble to access die 
Planet-u-Blast controls fa 
the next room. Find the coit- 
trol box then jump ap and 
down on it antif the controls 
are deactivated. Otherwise, 
the next unlucky planet 
could be yoar own 


You*fl have to make several 
return trips to die Blue TV to 
power ap yoar tail before taking 
on the Rogue Mcchs Wait to 
swallow the lly until just before 
you attack, then give the robots 
three tail whacks to knock off 
their heads. 


IBOJVUS 


channel surfing 


The bonus pad in Control Room z will take you 
back to the familiar frozen territory of Holiday 
TV. This time around you’ll have to race the dock 
on your snowboard to win a remote. 


fa-y If you dunk you've seen every- 

f 'hdh xhm $ t ^ ats oa you're 
liUU' wrong. Gcx will have to 

move through even 

tourer televised adven- 

\ tures before he can free Agent 

i ^ Xtra. After throwing your weight 

t ♦ jjjijjSf. around in the WWGEX wrestling 
1 ring, you can head over to Control 

* 7ii W Room 3 for your final set of missions. 

First up, you'll get a chance to perform 
, .* heroic feats in a city under siege. The Super- 

HHfiwV hero Show turns 

you into a cos- ^ | 

' ^ turned crime fighter, I , - j I 

forces of chaos. If you I'’=±z=r *|Sb| ’B| 

survive, you'll move on to your * * ESI 

final confrontation with Rcz. ^ I >1 "HH’-R * “ 1 s2 


Elf Belting 


Defy the laws of physics by After you've dropped 
ste ermg your snowboard up the elves—and check for • 

tho elopes, then go eftor the extra lime puwor-ups m'the % 
pointy cared menace Make bouses—slide over to the top- * 

sure each off falls down before right side to fall to the bottom, 
you move on to the next one. There's a remote down there. 




ctr? 

g?n 











































































UTKPFMM 






ERE’S 3 NEW WAYS 


TO SCREW AROUND 


AND ACCOMPLISH 


NOTHING! 
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This months selection of games is a microcosm of the Game Boy uni¬ 
verse as a whole. There art three things you have to remember when 
thinking about Game Boy Games: varieiy, diversity, and multiplicity. Okay, 
those are all pretty much the same thing—but with all the different types 
of games our there, it's easy to get a little giddy. You *ay you wanna blast 
bugs? No problem. Card games? Got 'em. Virtual pets? Are you kidding? Lit¬ 
tle worms hading each other? All day long! You get the idea. 



The earth has been infested 
with a swarm of extraterres¬ 
trial bugs, and you, brave Armorine, are its last hope. You 
have an objective for each level, but something nearly 
always complicates your mission—power plants die, 
engines fail, giant occopi block your path. Pick up all the 
boxes of supplies that you can and blast any creature that 
gets in your way. 


^ @ and © 1999 Acclaim Entertainmant 


NINTENDO POWER 
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Your mission is rough, but then, are boxes of supplies along 
the way chat will help you fight the good fight. Some boxes 
contain health, while others hold strong weapons. 




Blaster immn 

This will keep your basic 
weapon, the Blaster, 
fully loaded 


Laser 



Heal 

Pick these boxes up to 
raise your life meter 





Bugs fell faster if you use 
the laser 



Lightning 

The Lightning will chase 
alien bugs away 




aQcnQo 


Many different types of 
alien bugs will plague you on 
your mission to sa vo the 
planet—you will have to 
avoid their fre and try not to 
touch them. 




Temporary invulnerability 
is yours with the shield. 



When youVe b ittling this many bugs, 
things are bound to go wrong Make sure 
that you write down the passwords for 
every l^vel, because you have only two 
lives to give for your country, and they 
won't get you very far 


Bs®spS|jp 

WcVe sent out scouts to check the levels foryou. Each area has a 
goal, ringing from finding a key to blowing up a derrick Of course 
on every level there arc plenty of bugs that will try to scop yowj^ 

[ntafe the Spaceship 

Plenty of bugs try to stop you from 
reachina a spaceship on tne landing 
platform. Move toward the bugs 
when attacking 


Locate the Bgnamite 

You have to search the area and find 
some Dynamite m order to blow up 
the derrick. Try heading north, men 
west 


Bestroy the Serridi 

Head southwest to find the Derrick, 
Piece the dynamite then get out of 
there as fast as possible-Of you 
will blow up, too. 


Beesfablish Communication 

Your communication link with Dr 
Zahn, your mnm source of informs* 
tion, is down. Find a panel in the 
complex and contact the doctor 


Fight with Fire 

Three alien pods reside in inis dank 
cavern Your lasers can't destroy 
them, but maybe a little fire could 
heat things up. 


Enferminatp the Bugs 

You will need to destroy the bugs to 
earn the weapon that can defeat 
the alien guardian. Aim for openings 


turn on the Turbines 

The turbines are off-line in the 
powar plant \bu need to find the 
control stations and bring the tur¬ 
bines back Try going downstairs 


Close the Portal 

This evil-boking portal is one of the 
doorways the aliens used to take 
over the earth Blast any openings 
to close the portal 


Bring Union the Guardian 

The guardian of the mothership 
will attack with bugs and lasers 
Aim for the center when it's open 
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©1999 Team T? 


Worms. Armageddon is Q tum-bas^d strategy game 
in which combat has sunk ro the lowest possible 
level But don't call these worms spineless. The slimy 

—rln-tr wrird Wt.lDOtlS llki StMSOncd 


warriors. 





Getting started with Worms: Armageddon is easy. You need 
to pick out a team of worms you can work with, thenyou need 
to pick out a team of worms you can work against. You can 
even create your own te^rns. 



Horae Worms 

The Create Game Mode tuts you choose from 
thret prenamed teams—Armadillos, Townies 
or Cowards tt>u can also create your own team 
from scratch or rename the other teams. 




In addition to nr mmg your .. 

team and all the individual worm soldiers, you con also 
determine what sort of landscape the worms will bat¬ 
tle on and what shape the battlefield will take 



toy Worms 

You will qet to choose the opposing team s 
name You will choose from the same three 
promode warns, minus one if you have cri^ 
sen one for your team Or you can build this 
team, too 



The worms have avaned arsenal of-weapons to use against each 
other. The bazooka is very powerful and long-teaching, and the 
shotgun is the only weapon that gives two shots per turn 


Shotgun Fire Punch Mouihrdi 



Bazooka Dynamite Battle ht 






Twoplayers can play on ono Game Boy 

Color Everything stays the same, except 
you will have to hand off the GBC to your 
buddy when it's his or her turn. 



After each battlu, the score is dis¬ 
played, along with special recognition 
for the hardest working worm and the 
most damage done with one shot 


BWI MiWTPkOO POWER 



























The cvcr-popular, fun-for-rhowhole-family, hours- 
of-fun card game Uno is a good game, but what if 
you don't have a crowd of people around to play 
with you 7 You pick up Uno for Game Boy, and you 
play a little Uno for one 


1999 Mat tel, Jnc 




& IML p 


I nos appeal comes from the zany cards that keep the game 
from becoming too routine. You never know when your 
opponent will stick you with a Dnw Four or Reverse, or 
when you might get to play your special cards. 

Luck oF the Oram 

Uno isbasicallyamatch thc-cofors- 
or numbers card game Spocial cards 
may require you to draw cards or 
skip a player 


Whan you are down to one card, you 
have to say "Uno" or you will have to 
draw 2 cards To do this, hit Select 
and choose M Say Uno” from the 
options 


HMs Hip Store? 

Points are tallied by adding up the 
cards remaining in everyone's hand 
and giving all of those points to 
the winner Only one person 
scores per hand 


Dram Two 


Play this card to stick the next 
with two additional cards, whtc 
ends his turn Of coursa, the same 
thing can happen to you 


flayer 


Dram Four 

The Draw Four really gives you the 
advantage Wot only can you add four 
cards to the next player's hand, you 
also change the card piles color to 
whatever you want 


Id Card 


Like the Draw Four Card, th- Wild 
Card allows you to change the pile’s 
color to whatever color is best for 
you. Unlike the Drnw Four, that's all 
this card docs 




D 


The select screen allows you to choose the number of players 
the skill level of the computer players, how many points the 
game is played to, and which deck to use 


Smab the Decks 

S*v*ra| Special Packs ire loaded into the Game Bay version of 
Uno The game play stays the seme, but the style ts very differ¬ 
ent Wild West, Space and (how Game Boy a-Go'Gol) Groovy 
Decks ere there for the deal in' 
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The Pm Store is open and has lots ofDogzth™. 
would make great playmate, for you. th-c^wj 
nets are friendly and cute, but takmg care of the vir¬ 
tual man 1 , best friend is no walk in die 
park. You will need to feed, groom and 
play with the Dog, to keep them happy 

©1999 The Learning Company 


IMH 


When the game begins, there is only one “ 

play with or adopt. Choose this dog *nd * 

happy, then retire it. A new nog will appear Many 

dogs can be made selectable this way. 


PETZ STORE 
WITT' 


SCROPPV 

isleHI 

w 





Doggie Bag 


bshsbSEHSBS s- 


h°s different needs When you'vei found a 
pet you like, you can go back and adopt it 


sc*r 


1 1 


IMff % 


v 




you've adopted a pooch, and nowyou ueul m Care for 

^Puppies need food and water, of course, but you also 


Wm^thyour pet ifyou wantit to be happy 



Flag lime 

You can play w* your pel wjftthtf W 
from the shelf, and yt>u enn even use the 
digital hand to pick your pet up and move- 
‘it around. 




ilhraf! . 

rherk vour puppy's status often by paus- 
mg Same with the Start Button Feed 
it when the Hungur Bar starts ge 9 
high Vour pot might also tell you when 

it's hungry 


Pfik Supplies 


gaSSr.; 1 

messy or unhappy 



ipfiSa 



Hand ooer the Leash 

If ’■ottVe really proud of a particular pet, you 
II gL Boy Color’s mfored ports to send the Dog, 

(or Cat, if you're pkymg Cam) over to ^ 
Game Boy Jolor md Dog, Pak Just Imc up the Game 

Boys and press the A Button to connect 
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S8®®ty 


Caiz are also unlocked by adopting a few then retiring them 
while they're happy Don't be put off by the word "retire," you 
can still se Jccc a pet and play with, it even after it’s b«_en retired. 

Fid af fte LHter 

As with Oogz, it’s n good idea to adopt then 
retire a few Catz to get a better selection 
Catz come in Calico, Persian and Siamese. 


Cats Cradle 

Piay with each type of Cat before you set¬ 
tle on one A fluffy Persian is cute, hut 
maybe the Calico's playfulness will make it 
a bettar pet When you're ready, adopt the 
kitten and giva it t good virtual home. 


‘ :1999ThaU* imingCompnny 


Cot people haven't been forgotten Catz has practi¬ 
cally the same setup as Dogz, and it's played the 
same way. Virtual Catz can't scratch the furniture or 
catch mice, but they do get hungry and tired 






m 


Catz arc just as needy as Dogz and will require a lot of 'inention td stay 
in good shape- You'll probably spend more tunc groo min g a Persian 
than you would a Calico Other differences become civ or after time. 


Brush Up 

Take goddearo of your ca; to keeL 
Cats need a bunch of brushing to look nd 
fuel then* best 


Cat Carp 

All of the things you need to care for your cat arj 
on this shelf The pillow will make it more comfy 
when it's tired, and tho spray bottle can be used 
to discipline the cat when it misbehaves Try each 
of the items out to see what they're used for 


Uleniu! Cham? 

Your kitten will meow when it's really hungry 
Or when it's bored Or would like to be petted 
Check your pat's status to find out what it 
needs 


Coni Custom Cuh 

Once you select a breed of Catz, you can rename it 
and choose a nice color for it When you adopt then 
retire a car, more cats (with wackier coloring choices 
and cool names) become available to select. Over 20 
Catz are packed into the cartridge, and each is a little 
different The same is true if you are playing Dogz 
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, ,11 of Memo a* he xm, W »»d ‘ 

Lite. Speedy «— »' “ J “ nI > ' 

,d, Ere and veaterwodde, and he F>t 
^k.>r Warner Brothers stars 


1999 Warn w Bros 


Boomerang 

The boomer ang doesn’t I 
hav° to come back to you 
before ■vau-thpflH* 

Smoke Bomb 

One of these explosives 

will take out a baa guv 
instantly-if you aim well 

Cheese Balls 

This isweapons-greda 
cheese-two Cheese 
Balls will shoot oft in 
opposite directions 

Rolling Fire 

Give your enemy the aW- 

CTtraon style hot foot 


Speedy likes to keep * sunp.e wu 
i r <omes to weapons. Each one is 
very Cerent, and each retires 
totally different aiming techniques. 
Our mouse hero has no weapons tc 

start with, so break open a few ques 
. 1 ., J 'nl vou End one 


ffleman City 

This is a world wham 

spied is of the 
utmost importance. 

Speedy t*ven lumps in 

a speedboat 


Who knew mice 
could swim? That s a 

good thing for 
Speedy, because; 

this worlds all wet 


Speedy has to now 
on to his sombrero m 
this treacherous, 
tornado-infested 

world. 


Fire Cnunlry 

Speedy will be one 
hot tamale if he mnus 
mthe lava m this 

fiery world. Tump 

carefully 


Jaguar Country 

The fierce Jaguar 
doesn’t show up until 
the end otttos jump- 
heavy world 


pick up the power 
ful hammer on this 

world to offer up 

tons of damage to 
tho mummies 



•inn ortlMfP 
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Oddworid Adventures 2 traces the story of the 
Mudokons hero, Abe, and his journey “ Neemm 
stop the horrible Glukkons from desecrating 
Mudokon graves.You control Abe, and, 
tn turn, be can possess an enemy and 
control him. Abe also has a bit of a flat¬ 
ulence problem, which is actually very 
useful-Yeah, that’s pretty odd 

© 199 a Qddworld Inhabitants Inc 
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Lntks 


Use the A Button to 
punch open locks 
Sometimes, Abe 
gams powers from 
the locks 


'fm 

m 


Big and Small 


r% 


Abe's siz’i changes, fmd 
there are things he can 
do when he's small that 

he cant whan he s big 

And vice versa 






Portholes 

Keep your eyes 
open-you never 
know where the 
next porthole to 
a different ar^e 
will be 


Snotties ■ 

Switches are 
often well hidden 
or hard to spot 
They open new 
passages for Abe 



Sneak 



Tap the Select 
Button once to mafc 
Abo sneak past ene¬ 
mies so he doesnt 

have to fight 


Possession 

Nothing stands 
betwten Abe anu 
another character. 

\\old down Select to 
possess and control 
enemies. 


A 



As you guide Abe along the paths of Necrwfc 
you v.ill come across many different items and 
areas. Sometimes you need to sneak around or 
actually possess another character to continue. 


r + 



__ _ „,, r K his fellow Mudokons to lead 

to to bave “ a ° k M "° rk ** 

him on certain puzzles. 


Use these button 
combinations to speak 

to thu Mudokons you 

run into on this 
Oddwortd Adventure 
Youcen also speak 
through the charac¬ 
ters you possess to 
open doorways 
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An eccentric little RPG with a ton of fishing thrown in for fun, Legend 
of the River Krng is unlike any other game — well, except for the first 
version of this game, which wasn’t opti¬ 
mized for GBC You are sent on a journey 
to catch the Guardian, a legendary fish 
that is the key to curing your gravely ill sis¬ 
ter. You will need to earn money, upgrade 
your equipment and fish like a champ to 
make that happen. 

© 19 9B Victor frits racfcve Software 
lnc/Nat$um*lnc _ ^ 
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Legend of the Rt\\r King is Jm.jRPG at heart, but thi fishing 
and fish wising elements add some interesting minkks to 
the game play. --2f ® 

The Quest 

Your sister is sick, and yaumoitiLrasksyouto 
catch a special fish to make her bettor There are 
many things you will need to learn, and an entire 
adventure to get through before you will reach the 
fish that will cure your siste r 

Rngling 

You have only a rod with a float on the end 
of it at theheginning, but once you start to 
catch fish you can trade them in for money 
and better equipment You'll need to learn a 
lot about fishing if you want to get your 
hands on the Guardmn 

llauigafing 

Starch the ovorworld looking for good places to fish, men 
places to stay and fishing supply stores As you advance 
through the game, more of tne oven/vorldwill be revealed 
until the entire world is at your fingertips 

CnnuBi’sation 


Talk to everyone you meet to teirn more 
about fishing, making money and where 
the Guardian lives You will get most of 
your information this way, so pay close 
attention to what the people you talk 
to tell you 


The Raise Mode slants you off with i tiny fish 
bgg, which you must nurture into a healthy 
fish Carefully select your fish's habitat and 
food, and watch the condition of its tank. You 
want a happy, healthy fish in a clean tank 


These maps provide a guide to part of the ovcfworld, 
and highlight the new bridges that make traveling from 
place to place much simpler in this version of Legend of 
the River King 


Hem Bridges 

Thp overwar'd sure 
looks pretty in color! 
Legend of the Rivsr 
King has many areas 
for you to explore. 
New to this color- 
upgrnded version are 
these bridges that 
moke it easier to navi* 
fjata around the over 
world And. of course, 
this gorgeous color 
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“It’s Tail Time!” 

• Toil attack your way through 11 bizarre 
levels and mini-games on your quest to 
defeat the evil Rez. 

• Shred on a snowboard or take a 
wild kangaroo ridel 

• New swimming and gliding moves! 

• Over 4,500 frames of character 
animation and nine caal disguises. 


Clin* walls and ceilings with 
GEX’s suction cup paws! 


Win cool stuff at eidos.com 


GM£BOt 


EVERYONE 


cwtwi «!■ i* 







































B;in;c Kazooic. Tho* ‘s a compel- B m 

ment, even if it's not quite as w^SBm 
big or bold as B-K. The two- 
player cooperative mode is a wonderful 
addition 

SATISFACTION: Players of all ages will 
enjoy this bed tune rale. There's variety, 
humor, great graphics, good control and 
dear goals. 

SOUNO: The musical pieces are outstand¬ 
ing m 4.0 Winks—playful, melodic, and 
suited to the environments where you 
hear them. There is some voice, as well, 
and lots of nice sound effects and cues. 

COMMENTS: 

Scott- Some of tht 
^ platform e/c m* nt s « r * 

^ feJ3Jn| predictable, butover- 

^ ^ all it's a very ntce 

4 game, Sonja -/tfe 

r~"\" gorgeous! Think 

Hi adwnfwre and action 


mare environment oi 40 wuiks is 
dazzling 1 and the special effects such 
as the candles that the heroes carry seem 
to glow with real energy. The textures and 
colors throughout are sharp ond rich. 
PLAY CONTROL: Movement and jumping 
controls are quite good, which is critical 
because there're lory of areas where aguity 
is required. Players must also learn to time 
their attacks properly, hecanse there’s a 
delay period between attacks. 

GAME DESIGN: Although 40 Winks bas 
an original story' and look, it feels a lot likt 


a HOW IT RATES 

Raff and Tumble, 
the hero and 
haroine of the 
game, usa attneks such as 
screaming and waving 
their candles This mild 
approach won 40 Winks in 
E rating from th* ESRB 
without additional 
comments 


8.7-Nate 
8.4-Andy 
•,2 — Scott 
7 9 — Sonja 
6.9 - Kyle 


• 6T fnteractlve/256 
Megabits 

*1 to 2 players 
simultaneously 

• Controller and Rumble 
Pak compatible 

• Expansion Pak 
enhancements 

• Cooperative adventure 
mode 
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1 Don't get bugged—get even in Armonnes 

GRAPHICS: Acclaim's latest may look than blasti 

like Turok on the surface, but once you to deal wit 

opt into the game it has its own gritty large areas 

reality. Even more impressive than the big elemen 

environments are the character and bug The spin 

two player 

animations . ‘ . n 

PLAY CONTROL: Armonnes uses the SATISWU.I 

Movement action, y« 


familiar Turok control scheme 
is smooth and aiming is precise, particu¬ 
larly with the Auto Aim feature. Players 
also have the option to customize the 
speed of the Control Stick. 

GAME DESIGN: Ei<h area has several mis-* 
sion objectives thac arc more important 


S HOW 11 HA16S I 

Armonnes may I 
hoist some of 
the biggest guns 
and highast splutter fac 
tor hut these Mien bugs 
get everything they 
deserve Armormes 
deserves,and gets.p 
T rating from the ESRB 


At 


. Acslaim/128 Megabits 

• 1 cr 2 players 
simultaneously 

• Controller and RumbiB 
Pak compatible 

• Expansion Pak 
enhancements 

• 5 worlds 


PLAY 

CONTROe 




GRAPHICS: The animation, color and player game has been speeded 
I sharpness arc all improved in this up, so its more fun than before. 
" year’s version of Mario Party As you There arc plenty of options for 

^ - ■» —^ tz * “t°JJ 

S CONTROL’. So™ of The «f Tb « * 

gull require stamina on the Controller, but starring chcmatn 

mostof the control sequences are skill- or SOUND: The music is bng 
, , sound effeas range from coi 

GwT DEsTgN: Once agmn the name of and whistles to ambient jungle 

Z game says it all. I* a parry, best COMMENTS: 

played with multiple players. The one- *A**"*Jg 


S HOW IT HATES 
Other th in samt 
harmless bur 

__ humarcushiad- 

bonkina.IV' ria * Tty 2 is is 
innocent is a kittin, which 
is why it gets inE ratmg 

from the ESRB. Most of th 
minigames jr»rac«sar 
timad events of on- sort or 

inothir. 


3.5-Jason 
0 0 —Dan 
G.0-* Scott 
7 8-* Andy 
T.7 -♦ Nat* 


► ttlnterufo/256 Megabits 

• 1 to A players 
simultaneoesly 

• Rumble Pak compatible 

• 6 Boards 

• Save Mlmgame land. 
Overall Game, or Board 
Game 


SOUND 


LVERYONE 


VOLUME 128 
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around the corners quickly. 

The freestyle controls, on the 
other hand, are simple and fun. | 

GAME DESIGN: Supercross 2.000 packs in 
the real races and sites, plus Quick Race 
Mode, Practice and Two-Player Modes. 
SATISFACTION Everyone will love 
freestyle, hut you’ll have to put in some 
practice before threatening to win the reg- 

ular circuit. _ 

SOUND: The sound track rocks with the 

nffs from MxPx, Pulley and The Living 
End, and the bike engines snarl. 
COMMENTS: Scott Control could be 


rides, big arenas, tight turns ana rui- 
’ ted cracks all scream Supercross. EA 
Sports has the faces of all the riders and 
sponsor logos, including PACE Motor- 
sports and the AMA. The frame rate is a 
bit slow, particularly when you're in a pack 
of bikes, but the rider animation is 
sharp—well worth running a replay. 
PLAY CONTROL: Supercross racing is full 
of brutal corners with banked berms, 
waves of whoop-dc-doos, and punishing 
double and triple )umps Players have to 
feather the clutch (Z Button) to get 


a HOW II RATES 

Evumf you catc ^ 

_ huge ar and fly 

£222 off your bika, no 
ona gats hurt in Sugar- 
cross 2000-unhke the 
raal sport—sothcESRB 
Bmtfossim*big,phatE 


a 0 —Sonja 

7.9- * Nate 
7.5-+Andy 

6.9— * Scott 
6.ft -* Kyle 


mon 


Welcome to ragtop racing on the N64 

GRAPHICS: Each of th* exotic courses 
I is loaded with details and off-track 
animations, but it’s the roadsters that 
star in this game. Some of these two- 
seaters are based on real models from 
Alpha Romeo, Renault, Fiat and Lotus, 
while others arc pure fantasy cars. Players 

will feel the speed of the open road. 

PLAY CONTROL: Steering these little rock- 
ets is a lot easier than with many driving 
sims. Roadsters has a tight, arcade feel. 

GAME DESIGN: The Roadster Trophy 
Mode begins by throwing you into a six 
race season in the jrd Division. The 


money you cam can Dt spem 
on upgrades or new- cars as you 
graduate to the higher divi¬ 
sions. Other modes include Multiplayer, 
Quick Race and Time Trial Modes. 
SATISFACTION. Casual racing fans will 
have the most fun with Roadsters because 
of its forgiving play control. Expert drivers 
should at least give it a spin to road test 
the cool cars. 

SOUNO. The music isn't much, but the 
sound effects of the engine, road noise 
and crashes are fine. The driver comments 

arc a waste of space 

_ COMMENTS: 

Scott-sA nice mix of 
tracks and cool cars . 

^ WffP DM Nite-JVot much 
- - ^ M difference between 

ocA tond' 

■DVD tions or different 


RcndstursTrophy 
JPj*| is a straight E 
2 j + l 1 title nil ttiaway 
The ESRB agrees, flven If 
the gnmcis alittla 
racy—psrdon tfw pun 


ft, i Kyle- 
7.ft—Sonja 
7.7 — Scott 
7 2 -+Andy 
6.9 -* Nate 


+tnAi 


PLAY 

CONTROL 


Titus/96 Megabite 

1 to 4 players 
simultaneously 

Controller and Rumble 
Pak cnmpeilble 

10 tracks 

34 cars 


GAME 

DESIGN 


SOUND 





GRAPHICS' 

T-a 

1 EA Sports/128 Megabits 

PLAY 

CONTROL 

• 1 to 2 players 
simultaneously 


■Controller and Rumble 

GAME 

DESIGN 

pak compatible 

7 .© 

• 24 riders 


♦ 15 tracks 

7,6 

• 3 freestyle arenas 

SOUND 


uuitcunn POWER 
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Asteroids Hyper 64 runs on steroids. 

DESIGN 


GAME 

twenty years, tne rtsiei —-—— 

cept remains appealing- One 
astronaut, one ship, one cannon, anil tons 
of space debris hurtling toward you. 
You've gotta love it. The play in this new 
version is more involving, but also more 
confusing and scattered The multiplayer 
options add to the replay value. 
SATISFACTION: This version has some 
m r c additions to the original game, but 


! GRAPHICS: One of the earliest smash 
hit video games blasts into the }-D 
age. The asteroids have bulk and the 
four ships look nice, although they're still 
as small as the triangle ships in the origi¬ 
nal game. Spacey backgrounds, warps, 
alien ships and explosions add impact. 
PLAY CONTROL: One of the coolest 
aspects of this new Asteroids is the pres¬ 
ence of four ships each with different rat- 
,ngs for rotation, thrust, shield and 
firepower New controls include a shield 
and quick warp control that pops your 
. c 'oir> smnnd the screen instantly 


XCW It RATES 

Cl You may he blow 
y*I Ing up asteroids, 
Su but that doesn’t 
get you more fen an 

E rating from the ESRB 
Asteroids is full of guilt- 
free blestingl 


7.5-Dan 
7.3 Andy 
7 0-* Jason 
7 0—Scott 
A .8 —Sonja 


• Grave/32 Megabits 

» 1 to 4 play its 

simultaneously 

• Controller and Humble 
Pikcom alibis 

•4 slrtps 

• Classic Asliroi s 
*2 multiplayer mottos 




The worms go marching on the M64 

GRAPHICS-- Worms looks as if it could 
have been progiammed for the Super 
NES, but the look is part of the fun 
and charm of the game The backgrounds 
arc sub|ect to being blown up by the war¬ 
ring worms, and they become a strategic 


appreciation or tne raw 
humor 

SATISFACTION: Players who stick with 
Worms for more than a few minutes mW 
begin to see its magic If you're looking ,or 
instant gratification, you may not want to 
open this can. The multiplayer mode and 
options are great- 

50 UNO: The comments of the worms 
themselves are very funny. Sound effects 
such as the explosions add to the fun. 
COMMENTS: Sonja-K>n7/ lose track of 

Andy- The 


Thn ESRB notjd 
the mild langt jg * 
££E 3 and nir itjd 
vioianci m Worms, but it 
still award»dtheganv 3n 
Ei tmg Tbe violences 
unrealistic and cartoon* 

like in nitur*, while 

the langua ge is mostly 
humorous 


time. 

learning curve is steep, 
but once you ‘rc over 
the hump it's ti blast 
Nat e-LOVED it! The 

design is impeccable 
it 's a multiplayer 
must-have. 


Mace 


lnfogrames/96 Megabits 

1 to 4 players 
simultaneously 

Game Pak save 

Edit team option 


<*ONTRCH 


VOLUME 12R 
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THQ angles tor a holiday catch. 

GRAPHICS; Whether youre watching 
the underwater lure Cam or speeding 
around the lake in your bass boat, the 
graphics in Bassmastcr 2,000 present a 
realistic picture of fishing bliss. There s 
quite 9 lot of fog in the distance, but the 
water, lures and fish all look good up close. 
PLAY CONTROL; Bassmaster 2000 
gives video anglers lots 01 controls, 
including excellent drag adjustments 
and quick shifts from fishing to driving 
and other functions. The casting con¬ 
trol requires patience and skill to 
achieve exact placement 


GAME DESIGN: With seven 
tournaments altogether, and a 
Quick Fishing Mode and Cast¬ 
ing Contest, Bassmasters 2000 is 
loaded with goodies. The two-player 
option is great 

SATISFACTION: The challenge level of 
Bassmasters 2000 ramps up as you 
progress in the game Diehard anglers will 
love that, but even rank amateurs will 
have fun fishing in Exhibition Mode or 
the Casting Contest. 

SOUND* The voice commentary gets old 
very fast, but the sound effects arc excellent. 

COMMENTS: 

Andy—Tike 
angler feature was 

rtiCv* 

this in Bass 
Hunter but more 
I entertaining 


HOW fT RATES 

Thubissmay not 
igrift with the 
MTh ESRB'sr ting 
of Eon this one, butth in 
again th»y'r* only virtual 
fish. 


1 Another classic returns in 3-D. 

GRAPHICS; The new 3-D graphics of 
Space Invaders for the N64 maybe eye 
candy, but the alien ships look evt! 
enough to blast without remorse and the 
explosions add to the sense of imminent 
danger. The futuristic backgrounds don't 
add anything to the game play, but they 
help set the scene. 

PLAY CONTROL: You cant get much sim¬ 
pler than Space Invaders controls. Players 
move the cannon horizontally, shoot mis¬ 
siles vertically, and pick up specials and 
trigger them at appropriate times. 

GAME DESIGN: New dements for the N64 


version of Space Invaders 
include big bosses and special 1 

power-up items. The two-play er 
option puts opponents on the same 
screen trying to dean up more aliens than 
the other. Hidden within the game is the 
original arcade vetsion of Space Invaders 
SATISFACTION: Nostalgia buffs should 

pie shoonng, but 


enjoy the return to sim 
this game has more to it than the original 
and should prove to be just as appealing 
to a wide range of players. 

SOUND: Fitting music and nice sound 
l effects for the new game will keep your 
^ hand off the volume 

COMMENTS: 

Scor vi 1t way to 

kill so me time. 
Andy-Tfcr power up 
system adds a great 
new twist 


J3Sli HOW IT RATES 
I Sp ice Inv jders 
may surest 
viaience b'Jttt 
ganu; seems time in 
r* ility. The ESRB agreed 
thitth* lilenthfe t isn't 
sinous f'ndl beledSI 
with an E rating. 


7.*!- Scott 

7.3- Andy 

7.3- * Jason 

7 0-* Armon 
6 5 -* Nat* 




• THQ/96 Megabits 

• 1 or 2 players 
simultaneously 

• Coni roller and Rumble 
Pak compatible 

• 4 game modes 

• 7 tournaments 


PLAY . , 
CONTROL 
7 .A 


EVEHVOKC 


• Activision/C4 Megabits 

• 1 or 2 players 
simultaneously 

• Controller and Rumble 
Pak compatible 

• Expansion Pak 
enhancements 

• 100 levels 

• 10 bosses 


SOUND 


EVEflYOTE 
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1 Extra! Extra! Paperboy returnsl 

GRAPHICS: The development team 
created a simple but suitably cartoony 
look for the 3-D graphics m Paperboy 
64 Every element is sharp edged with flat 
textures Aiming the paper can be tricky 
because of the camera perspective. 

PLAY CONTROL-. You'll ndc your bike, 
throw papers and pull stunts o f jumps, ns 
well Most moves are fairly easy to do. 
Movement on each route is on a track so 

where you go is limited. 

GAME DESIGN: Yet another classic arcade 

game has arrived for the N64 with new 
yD graphics. As 0 paperboy or papergirl 


your mam task is to deliver the H -pTI 
Daily Sun to the homes of sub- 
scribers. That job involves 
steering the hike, avoiding obstacles and 
baddies, and throwing the paper on a I 
porch or in a mailbox. There arc secret 
codes and three levels of difficulty 
SATISFACTION! Fans of the original game 
will want to check out the latest reincar¬ 
nation, but the 3'D routes give the game a 
much different feel The stunt* arc fairly 
limited, as is the replay value, 

SOU NO: The music and sound effects seem 
as flat as the textures on the cartoon figures. 

__COMMENTS: 

i Dan ~ r ^ s amc 15 

fot'givmg, making tt 
suitable for younger 
' I players, but possibly 
n i too simple for old ? 

YsUt- 

HVi; i ifavs neivs 


^^ 1 You may fall off 
your hik9 or get 
chnscdbya 

ghost but thfi only thing 
ob|cctionablfi about 
Paperboy is that you might 
not get your delivery on 
time TheESRBgavelta 
straight E rating 


6 O — Andy 
5 7—Jawan 
S 7 - Nate 
5.4 -* Scott 


Japan and Eidos in North AmBnca. 

tanon and level building m this game 
SATISFACTION: RPG fans will have a huge 
new world to explore, and the random 
map generation keeps DWM fresh. Poke - 
mon fans should also take a look These 
monsters may not hove the personalities 
of Pokemon, but the game offers some 
similar features and some extra depth. 
SOU NO: Expect an amazing amount of 
high quality music for Game Boy. 
COMMENTS: Scott-Ite is more than a 
Pokemon clone. It's eery much a Dragon War¬ 
rior title, but with some fun new elements- 
Nate -More of an epic feel than Pokemon. 


1 A monstrous game from Emx in 

I GRAPHICS: It's amazing to sec how 

1 much detail made itmto this game. The 

animation may he fairly simple, hut the 
programmers even manage to convey emo¬ 
tion using broad movements. Battle 
screens have very little animation, though, 
PLAY CONTROL; The most complex con¬ 
trol functions in DWM are working 
through the Battle menus. A little prac¬ 
tice, though, and even the many layers of 
menus become easy to navigate 
GAME OESIGN- The story is fun, the bat¬ 
tles are vintage Dragon Warrior, and the 
extras such as the VS. Mode and Breeding 


now ll RATES 

| Dr-igon Warnor 

Mooters 

SU received mE 

rating from the ESRB, 
Monsters sre never 
killed, |ust knocked out, 

so there's little 
suggested violence. 
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• W iwnyfl’e Wigrtfts 

• 1 pi ay*r 

• Controller ^lURurahl* 
PaKcompti'l* 

• SitfratGBfle iffim 

•-25 roii* is 

•. ipirboy :n ? ipitflid 
cf si«; in 


1 ONTf.Oi 


iAMt 

lESIGN 
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GAME BOY COLOR 


GEX 3: DEEP POCKET GECKO 


Gex is on the Job with a license to lick. 

trols to move into new areas in his search 


GRAPHICS: Gex is a large and colorful, 
2-D side-scrolling version of the N64 
Gex game The details and use of color 
in this handheld version are great, and the 
animation of Gex isn't bad, either 
PLAY CONTROL; With fewer buttons 
available on Game Boy Color, Gcxdoesnt 
have quite as much variety to his move¬ 
ments. The basics include tail hits and 
pogo jumps. Control is fairly responsive 
and seldom gets in the way, except for 


fot -Agent X. 

SATISFACTION: Gex fans will miss the 
humor of Dana Gould, which is one of the 
best parts of the N64 games, but the 
action should keep platform fans happy. 
SOUND: The music 1 s very good and the 
sound effects are bright and effective. 
Unfortunately, there was no way to 
include the great one-lmers from the N64 
game 

COMMENTS: Scott-Tire's a lot here if you 
like jumping and mazes , but the game lacks 


some jumps. 

GAME DESIGN. The levels are pretty much . - / r .. a 
the same as those in the N64 game, but I the fun enemie s of the N64 title. 

the mission objectives are 


often watered down. That 
isn't to say that Gex 3 for 
GBC is easy. The huge 
stages are like mazes—not 
a lot of enemies, but lots 
of wrong ways to go. Gex 
must collect temote con- 


[\I/1 


x 


*it Jo*/S 

1 'LAY 

• 1 pisytr 

• i^asswor '% 

*12 worlds 

I ONTRC> 

V* 

-SAME 

lESIGN 


to 




•iOUND 


^ I HOW IT RATES 

^ I The mild enimnt- 
1 ed violences 

_ Gpx 3 includes 

the herwetard thrashing 
things with his tail, swal¬ 
lowing flits and hopping 
on cnermRs The ESRB 
gave it a rating off. 


MISSION: IMPOSSIBLE 


Intogrames introduces its impossible mission. 

GRAPHICS: The backgrounds are nicely 
detailed, and Ethan Hunt ana the 
other characters m the game are fairly 
large. The lack of richness tn the colors is 
a disappointment, but the -somber palette 
does seem suired to the cloak and dogger 
nature of the game. The Agent Organizer 

screens are pretty simple. 

PLAY CONTROL: In the game, play con¬ 
trols include movements such as walking, 
jumping, running and crawling and some 
selection of items. The item selection sys¬ 
tem is automatic and a bit confusing. 

GAME DESIGN: In addition to the 10-stage 
action game with mission 
elements similar to those 
in the TV senes, there's a 
calculator, a notepad, a 
secret messaging system 
and a totally cool univer¬ 
sal remote control func¬ 
tion for electronic devices. 


SATISFACTION: The game may become a 
hit just for the extras, but the missions are 
overly simple. 

SOUND; The Mission. Impossible theme 

music is remarkably good. 

COMMENTS: Scon-lt's innovative and it 
turns yotir Game Boy Color into a neat 
gadget Sonjo -Some of the strange color 
combinations made certain areas more 
difficult than they should've been. Nztt-Thc 
infrared features add a lot to what would be 
an iffy game otherwise. 
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ALSO PLAYING THIS MONTH 


Big or small, Armormes is ft great bug hunt On Sera Boy 
Color, this action adventure seems elmos. as big ns the 
N64 version The bugs are smart enough to g've p'a^rs 
fits, and the adventure element keeps things interesting 
It's a good-looking game, too, and thi* music is surpnsing- 
ly effective at creating a dramatic mood 

Speedy reces through six worlds and mulbplestages, 
collection cheese and avoiding enemies Theteautrtul 
graphics and bouncy music will ke^p players glued to the 
"screen of this classy little platformer When Speedy 
gets moving over the speed arrows you could almost 
1 mistake him for that blur of e hedgehog 


Ah., must free tfvMudokon poop i b V LHL 

help him in his guest He gives commands such as Follow 
Me - and "Work 1 to fl*t the Muctokons to help out Tn* 

, graphic sty of the Bam. fds toe w.xd, ,l,en wrld, hut 


the locksr room humor sjems out af pi job Tht action is 
i mix of puzzles and skill. It is truly odd 


lindscape and Saftir. teamed up toers^d th« Virtual 
Az sprits, which includes both Cttz ind Dogz^ln Catz, 
ju'll choose i pet feline from the Pttz Stou., pi -Y w** 
it, feed it, .nd generally do wh it ^uwould dowitha 

realcdt.thBQoahstocarnhighifiucuon -tings no 


SPEEDY GONZALEZ 

• S 1 insert; 4 Megabits 

• t ,il lyw 

• Mssworis- I j 

•filavate r 

• G-:mc boy/Gimi Uoy CoUr 

ODDWORLD ADVENTURE 2 

^gt intiraclwi/t -5^ 
•i.rtayer 

• Passwords 

• 23 levels 

• Game Boy/Game Boy comp 


CATZ 

• Mindscspe/9 Megabits 

• 1 player 

• Saitery-backed memory 

• lirirarjrt portlrading 

• Game Eoy Color exclusive 

DOGZ 

• Mtndsr.ap’e/8 Megabits 

• i pteyer 

• Battery-backed memory 

• Jnlrarefl port trading 

• Game Boy Solar exclusive 


ARM0RINE5 

•iAcd iSm/i Megabits 
*1 ph.yir 

• Password 

• 5 stasis 

■ Icy Color exclusive 


RATINGS 


GRAPHICS 
PLAY CONTROL 
GAME DESIGN 
SATISFACTION 
SOUND 
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TOMB RAIDER 

isir-f(Sr!«!i'»!: 


He's hi the game. 


Go pro with the Hawk, 




MONTH 


ills 

laratehugo onGBC. 


DISNEY'S TARZAN 


Activision goes epe 


Midway roles ihe waws. 


CYBERTIGER 
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Tho inside source tor all 
Nintendo News. 


LARA CROFT 


RAIDS NINTENDO 


JHMak Watch readers, hold on to your 


whips. Pak Watch has uncovered an 
exclusive treasure from Eidos Interactive. 
Yes, the unbelievable is coming true, and 
we have the screen shots to prow it. Long 
the poster girl of the Playstation, Lara 
Croft will soon be in the hands and 
pockets of Game Boy Color players, so no 
matter where you go to search for treasure, 
Lara can go along for the 
fun. Tomb Raider for 
Game Boy Color features 
a new story involving 


The Dream Stone— 
an ancient Aztec relic 
with mysterious powers. 
When Lara discovers the 
Stone in a ruined temple 
in South America, she is 
transported to another 
world Eidos’ plans for 
Tomh Raider arc as ambi¬ 
tious as Lara’s dreams of 
archaeological booty The 
development team plans 
to include full-motion 
video cut scenes for relat¬ 
ing story elements and 
2000 frames of anima¬ 
tion for Lara’s move¬ 
ments. In fact, the plan is 
to include practically al! 
of the moves from the 32- 
hit TR games. As amazing 


as this seems, the design team at Core has 
a firm grasp of the technical capabilities of 
Game Boy Color, and they plan on push¬ 
ing it to die limits The entire game is set 
inside one vase temple with five levels 
including .1 Royal Tomh, some Treasure 
Pits and a Volcanic Temple. Lara will have 
to solve puzzles and manipulate things in 
the side-scrolling environment, and she’ll 

have to keep an eye out for 
enemies, as well. If all goes 
as planned, the smallest 
Tomb Raider may hecome 
one of the biggest action hits 
for Game Boy Color when 
it’s released early this spring. 


















































IN64 THRASHED BY HAWK 


Hawk's Pro Slater 
from Activision may bt the 
biggest extreme sport title to hit 
the planet since 10B0' Snow 
boarding, and it's headed to the 
N64. Why is Tony Hawk so huge? 

You might think it's the great 
graphics, the awesome sound¬ 
track, or the incredible skate 
parks. But you'd be wrong Sure 
all of those things are great, but 
what makes Tony Hawk's Pro 
Skater the best are the moves 
and the challenges. This isn't just 
a skateboarding game with a big 
name license—it's a magnificent 
ride in its own right. 

Stick it or boil 

The thing about the tncks in Pro 
Skater is that they feel natural 
and intuitive You have 10 be 
hned up straight to nail a land¬ 
ing, and you need to build up speed to 
catch big air. The higher you go, the more 
stunts you can pull. Bach C Button sets you 
up for one type of tnck: ollies, spin tricks, 




grabs, and slides, but your 
speed, position, and Control 
Stick motion determine which 
of the hundreds of motion- 
captured stunts you'll actually 
get and what score you'll earn. 

The variety of moves alone is enough to 
keep players skating for hours. Better yet, 
you can even check out your moves using a 
Replay Mode. 

Tapes and skates 

Songs from Primus, Goldfinger, Dead 
Kcnnedys, The Ernies, Even Rude, 
Spcedeaitr, Unsane and The Vandals show 
up on Tony's Pak. The music sounds great 
and adds energy and tempo to the gune, 
and that actually helps you get into the 
flow of doing stunts. It's one of the best 
soundtracks for any N64 game. But there 
are plenty of other extras that pile on the 
fun. Pro Skater isn't just about tncks and 
scores. You’ll face multiple challenges m 
each of the nine parks Spelling out words 
by grabbing the letters may earn you a tape, 
and if you get enough tapes you'll open up 
new parks. Or you might have to find a hid¬ 
den item or reach a set point total. In the 


two-player game, you can compete head- 
to-head m split-screen competitions or 
games such as HORSE. 

Tony keeps truckin’ 

Most great games give players a lot of 
choices, and that’s one of the things that 
makes Tony Hawk's Pro Skater so much 
fun. You can choose to use Tony or any one 
of nine other pros, such as Bob Bumquist, 
Karccm Campbell or Rune Ghfberg Each 
pro has different attribute ratings for Ollie, 
Speed, Air, and Balance Beyond that, you 
can pick Tight, Medium or Loose trucks or 
even change the color of your wheels As for 
the ways to play, the Career Mode puts you 
on a tour of top skating locations in the 
U.S.A. There are Free Skate and Single Ses¬ 
sion Modes, as well. It's enough to make 
you want to grind down to the store and be 
first in line when Tony arrives in March. 


You can practically feel the concrete 
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tfanda-on pr«Yl«ws of upcoming gaaos. 


APE-MAN SPOTTED ON N64 



he most famous jungle hero of all 
nme returned to the silver screen last 
year in Disney's Tarzan, and this year the 
Lord of the Jungle is headed to the N64 in 
a stunning action game from Activision. 
Early peeks at this platform masterpiece 
didn't do the game justice, The development 
team at Euro com deserves a lot of credit for 


creating a rich, vibrantly animated jungle 
world that is as appealing as Disney’s 
movie Parrots fiy through the canopy while 



monkeys scamper among the branches and 
antelope move through the underbrush 
The game, like the film, begins with a young 
Tarzan and continues through later stages 
with a teenage and mature Tarzan, his skills 
growing along with his body and strength 
as the player progresses. Although the game 
is essentially a 2 D platform game, there's 
plenty of variety to keep things inccrcsnng, 
and the play control is as smooth as silk 
Tarzan should be out of the jungle and into 



the stores by the middle of February. You 
won’t wont to miss it! 





MIDWAY TURNS TO HYDRO POWER 


he fastest action this spring won't 
M be on the NASCAR or F~i circuits. 
You'll have to head to the beach to catch 
the speedsters in Midway's HydroThunder 
for the N64. Unlike Wave Race 64, 
HydroThunder is a straight racing game 


on water without stunts The turning 
characteristics of the boats give the race 
a soft, forgiving feel, but the courses are 
full of hazards, boosts, jumps and 
shortcuts to stir things up. The boats 
themselves range from the sleek Mid¬ 
way craft to the futuristic 
Banshee. You’ll race all 
over the world, from the 
deep Grand Canyon to the 
narrow canals of Venice. 
It’s fast, wet and fun, and 
the boost system lets you 
stockpile nirro for when 
you need it most. 
HydroThunder is sched¬ 
uled to cut loose in the 
early spring 
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IEA HAS A TIGER BY THE TAIL 


T he biggest name in golf is headed to 
the N64 in February, teeing off in an 
■arcade-style golf game from Electronic 
Arts. Tiger isn't your conventional golf 
champion, and CybtrTiger isn’t your con¬ 
ventional goif game. The look, the sound 
-and the feel of the swing *11 break new 
ground for a golf game. Electronic Arts 
worked with Saffiie Corp. to create 4 swing 
controller using the Control Suck to emu¬ 
late an actual golf swing. As a result, Cyber- 


Tiger is all about touch, and it's very intu¬ 
itive, particularly for players who haven't 
been using the standard swing meters for 
years. The other innovative thing about 
CyberTiger is the array of super balls that 
you can use to get the ball into the hole. No 
one would confuse this game for a golfing 
stm, but who needs reality when the cybcr- 
fantisy is this much fun'* 



Wario is returning to fciame x>oy v-oior f uid 
tune in an all new adventure that was 
designed for GBC from the beginning.Wario 
land j features excell en t graphics and the 
tried and true Wario-sryle of play. This 
month’s Pak Watch gallery showcases some of 
the fun. Transforming Wario into new forms 
such as fet Wario or flat Wario is an essential 
part of solving the puzzles. The action takes 
place in a music boxworldwifh z§ stages, but 
it seems that even here ottr reluctant hero is 
obsessed with making money and charging 
into obstacles. Nintendo plans to release 
Wario later this spring. 




























































Whats l»r«aklng in the world of gaaoa 


JL rainbow on 
(tana Boy Color? 

Rainbows rind Gome Boy Color might seem 
perfectly suited for each other, but when that 
rainbow is Red Storm’s elaborate counter- 
terrorist game. Rainbow Six, you might 
think that someone is getting carried away. 
As it turns out. Red Storm, and. Crawfish 
Interactive have managed to reach the pot or 
gold with this cool Game Boy thriller. 



Almost everything from the N64 version is 
included—briefings, team and equipment 
selection, tactical mission planning and 
real-time mission execution The missions 
arc new, and you get to choose eight team 
members instead of lour. The counterterror¬ 
ist squad members from Tom Clancy’s novel 
may appear small on the overhead perspec¬ 
tive maps, but the action is big. If you like 
covert action and team tactics, and you’re on 
the go, Rainbow Six for GBC is the biggest 
game in town. 

The aliasing 
shrinking Baynan 

Ubi Soft’s Reyman will soon star in his 
own Game Boy Color exclusive game based 
on the original side-scrolling Rayman 
from 1995. In the preview version we 
received at Pak Watch, wc weren’t sur¬ 
prised to set the colorful, fun graphics that 
have always been the hallmark or R&yman 
games, but the development team at Ubi 
really pulled out all the stops. The eight 
worlds and 30 stages of Rayman include 
forests, mountains, jungles, caves and 
other areas based on music and darkness 



There's an extra bonus level that’s exclusive 
to the GBC game, as well. In this game, Mr. 
Dark has stolen all the light giving Toons 
and Rayman must hop and bop to save the 
world. The action never stops with Rayman’s 
punching and shooting energy balls, flying 
using his helicopter hair, and crawling 
under low ledges. For players who want a 
good-looking platformer with lots of depth, 
Rayman may fit the bill perfectly. 


Racing on Big 
Mountain 

Big Mountain 2000 from South Peak 
Interactive is the same skiing/snow¬ 
board mg game that Pak Watch show¬ 
cased about two years ago. The game 
hails from Imagineer in Japan, and 



although ns North American release has 
been long delayed, it does have several 
features not found anywhere else. For 
one thing, it’s the only N64 game to 
feature both skimg and snowboarding in 
one Pak. The graphics may not knock 
you on your seat, but the action is fairly 
challenging and there is a two-playcr 
mode for hcad-to-head matches 


Mora Monsters In store 


Konami is the latest publisher to bring an 
epic monster RPG to Game Boy Color. 
Azure Dreams follows the exploits of a 
young hero who ventures into a tower of 
monsters to seek his lost father. He cap¬ 
tures monsters by purring a magic collar on 
them or by hatching eggs. Once the mon¬ 
sters belong to the hero, he can command 
them to protect him, fight for him, or sup¬ 
port his attacks with magic. There's also an 
exchange option for trading monsters with 
friends Unlike m other RPGs, however, 



mast of the battles take place in real time 
and are less strategy-based than those in 
Pokcmon or Dragon Warrior Monsters. 
RPGcrs should take a look when Azure 
Dreams arrives later tins winter. 


A fast and 
slippery track 

If you want to get on the track for more 
Winter fun, Vaticn! Entertainment has a 
Game Boy Color snowmobiling game 
called Polaris Snocross, which should be 
warming the shelves by February. This 
top-view racer includes a tournament, a 

















































COMING SOON 


iwo-playci Garat Link option, and Pass¬ 
words for saving your progress Like ocher 
top-view racing games, such as Mickey's 
Racing Adventure and Star Wars: Episode L 
Racer, Polaris Snocross takes some getting 
used to In addition to learning the steering, 
players will be challenged by a variety of haz¬ 
ards and jumps that make the icy tracks both 
chilling and thrilling. 

N the news 

The word from the Perfect Dark develop¬ 
ment team at Rare is that everything is com¬ 
ing together on the highly anticipated game. 
We’ve also received some new details about 
PD. GoldcnEye fens will be happy to learn 
chat there will be approximately 30 multi¬ 
player arenas for up to four players. In the 
one-player game, there will be nine huge lev¬ 
els, and Joanna Dark's futuristic arsenal 
includes weapons With secondary functions. 
As for the story, Joannas first mission begins 
with wbat seems like a simple kidnapping 
and unfolds into a vast intergalactic conflict 
between alien races April 10th is the launch 
day. Mark it on your calendar. 

April 10th is also the day that long- 
suffering, real-time strategy fens will get 
some relief. That’s the new release dace for 
Starcraft 64 And April is also the month m 
which the Pokemon Trading Card Game for 
Game Boy Color will be released. 

Finally, a little-known software company 
here in Redmond, Washington, by the 
name of Microsoft has its first product ever 
for a Nintendo system. Microsoft Puzzle 
Collection for Game Boy Color includes six 
action puzzles: Jewel Chase, Spring Week¬ 
end, Lineup, Flinry Flush, Color Collision 
and Rat Poker. The games arc clever and 
captivating, and they don't appear to 
include a web browser. 


Pokanon Trading 
Card Sana 
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FORECAST 


BATTLEZ0NE64 
RIG MOUNTAIN 20BD 

riles nos. 20 on 

CARMAREDD0N11 

chef's ujv sracr 

CTKRT1GK 

DA1RATAHA 

DESTRUCTION DERRY 64 
FIRHTER RESTINT 2 
HERCULES 
NYDROTHUNDER 
NTPER-RIKE 
NUCURR STRIRE 64 

PRA EUROPEAN TOUR 
POReMON STADIUM 
RALLY CHALLENGE 2CC0 
RAT ATTACK 
RIDGE RACER 64 
TARZAN 

TONY RAWK'S PRO SRAIK 
WORLD LEAGUE SOCCER 2QR0 
1942 

ARM0R1NES 
ARMT MEN 2 
AZURE DREAMS 
RAFTIETANX 

WILY BOR'S NUNT1N' ARD flSHNT 


hY*K 


ALL-STAR BASEBALL 2DDI 
ARMY MEN: AIR COMBAT 
ECW. NARRCORE REVOLUTION 
EXCITERIKE 64 
M RACING CHAMPIONSNIP 
MINI RACERS 
NIGHTMARE CREATURES 2 
OGRE BATTLE 
PERFECT DARR 
STARCRAFT 64 


FUTURE 


RANJ0-T001E 
DAIRATMA 
DLfCt DODGERS IN THE 
231/2CEHTURT 
ETERRAl DARKNESS 
EARTHROUND 64 
HARRIER 2RD1 
JEREMT MCGRATH 
SUPERCROSS 2 Wifi 
KIRRT 64 

M1CREY SPEEDWAY USA 

NOMENQUEST 

RIGA 

RUSH 2049 
SPIDER-MAN 
STUNT RACER 3RDC 
HIPER MARIO RPG 2 


NINTEI 

GAME 




RIONIC COMMANDO 
CASTLEVAN1AII 
CARMAGERRON 
CROC 
CRYSTAUS 
DAFFY WJCR 
EVEL RNIEVEL 
MR THUNDERSTMKE 
THE NEW ADVENTURES OF 
MART-KATE & ASNLET 
MEGA MAN 5 
NRA1H THE ZONE 2000 
NRA LIVE 20FIR 
NFL RLITZ 2003 
NHLRLADESOF STH12CCR 
NHL HOCKEY 2D0Q 
TIGER WOODS GOLF 
POLARIS SNOCROSS 
RAINROW SIX 
RESIDENT EVIL 
STREET FIGNTER AIWA 
SUZUKI AU-STAR 
EXTREME RACING 
TUROK RAGE WARS 
WICKED SUREING 
UNO 

YODA STORIES 


TAZ EXPRESS 

TEST DRIVE RALLY 

ALICE IN WONRERIAHR 

RUSTER MASTER 

OAI KATANA AOVENTURE 

HEROES DF MIGHT & MAGIC 

POKeMON TRADING CARD GAME 

RAYMAN 

TOMR RAIDER 

TONIC TROURIi 


THE NEW ADVENTURES 
OF BATMAN 
TUROK 3 

TWELVE TALES: CONREft 64 

R-MEN 

WILDWATER 

WILD METAL COUNTRY 

WINNIE THE POOH 

ZELDA G AIDER 

MICKOMACHINE5V3 

SAN FRANCISCO RUSH 

SILICON VALLEY 

LEGEND OF ZELDA 

WAR 10 LAND 3 

Z ERUrr OF TOE MYSTERIOUS TREE 
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ANIMATED VIOLENCE 
MILD LANGUAGE 
SUGGESTIVE THEMES 
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Come dong is we defend the lush green Jung: ind 
its inhibit nts with th. Ape M n himself in 
Activision's latest animation sensation, Disney's T 
Uv adventure begins with Tamil a mere |Lad of th 
Jungle, but as the ganv progresses, Tirzan grows into 
vine-swinging, tree-surfing wild man. We 11 help you lear 
what it takes to make Tarzan the Lord of toe Jungle. 


and trained them wlL You 
i iitrn for * Poke chilltu^e, 
preferably in 3 “^. You'rt in 
luck. Our Poksmon Stadium 
I truoing guide /ill lu/e yo® 


Ladies and Gentlemen, "t*rt 
your engines. Bid^c Racer 64 is 
right on track, with formidable 
physics, eight extreme cours > 
and farious four-player actic tr 
With our high-octane tip*? 
youtre sure to he the first to the 
fi nish fin 
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DON'T. 
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♦Call for pricing 
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UTHORIZED REPAIR CENTER 

e of The many convenient locations near V™- 
3 D off yaur broken system and get a permanent 
ZcllTZ same day or shipped directly to yao 
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CALL 1-800-255-3700 
FOR THE AUTHORIZED 
REPAIR PRO NEAR YOU 

*$25 


*$39 


. express program service 

For an additional $5, yaur system W'll bs i 

UP and delivered to your home or place of bus.ness 






















NP BACK ISSUES 

i. __, _ _ avaikhle mtoiduolly Add 


These Nuuemlo Power rssurs «e W.du.llyMd 

iSm„y™r ro Wnl fiaowsiawh^.eelmedbdovr, 


mcm i- y ™ . . 

Tip-Off aooo Wady a Humble, To;>Gcar dolly a, ■“** 
iSUotW. Ghosts n C3.tr,US Game Bay-a-G- Go 


11 >UJfMtCE XMtO, uuv^w *■ -- 

Biyant lto.toFiuMonoprly T^wOrm]imj-D FAideXoiXi 
M=mo Golf (GE), Survwal Kid* (GE) 


. tfce Qmt Estr-pc, WCW Mayhem. KnocWKin^ 1000 
SSL a Spec*! Ihk^^tton (G 6 ) Donkey Kon* 64 In Sion 
Demo Sirategw «. 


VbW *^ 4 {Sept 99> )« ^ “JS^SltSSSf* 

KvhnJ Heaver -Pvc xNfl Wttt *>o° G« J* D«p Cover ue«o, 

K ShW Man tMteMU »HM* NFLClu^^ 

Club Sprocket Preview St^rcra&P^cw^-n (GF tnAMM 
It* Demon Skyer (GB) UewyToncs(GB) Dej* Vn & II (GE), 
PUycr's Choice hnattjies. 


R ^ WT ’ — 

Volume i»<tafr‘99> Hybrid Hawn WWEArW WbridOrtvar 

Gi .If Comnwnd & Cnnquc Gcx 3 Deep Cover Gedc. 

U.ur LEGO Race, Mon^Tmdc 

Mad*e*;.Sp*wn (GB) 


\tolu.ne 121 (July 0 9 >WnrW Driver Championship Qu ike fl. tor 

£^$|ffl)£Tu <p£o£ token, 
(Gft) 


VbW^Cjur* ^>.1^1^011 Snap ^Gnffcyhj^Sbcf^ 

M?SSk • kM*~o(G») 

]om the Power Panel 


^^5a£«££J5S:^Ss 

sanssssaac^^ 

-s-aj^ssea’sr- 


l r KTVi^W V ^.n —- 

WWW (Ap r 'wJ-Fcale AW« faon*. SuperS,naah Bros 

Edition of PokcCenitr. 


K 0 WGI\JS€D? 


F 


Volume 11 B (Mac .m>TawtWblo, VkgW S C-fcv«» 
kmc* Port;-. DukeNukcin-ZnoHourCh«mctan Twist i. 
Oilfomu. SpwANHl. Blade, oJSrerf99 Rampages U 'f'f“'^ ar 

ES^a-u-s—r*"-^ 

ESS^^rsT* 

TaroU 2 (GB) The Lt s eod of the Sea Km*. SM*we*» ckj * 
K*yti(U*2 PfrvieW 


\bhin«u 6 (l^ ^Pwdicnon,for 1999 C«^mnk.ScuihP«k 
W^deTanx Turok 2 FO*A 9!> Nfchcmait Cmw6 R»‘ S PJJJJ 

2 z^ 

Montezuma's Return G^HltrM Gecko 0OT PtWW 

Shadowgati:'‘ 4 P^ w 


bhauowgan: ^1 

Volume U5 (Dec. 9B) Slar^Boew S^ ^^ P"^ 

Zelda-Ooruia ofTtalVmualTtool fc 




order 


Use the Back lssus/Ep BookOrder Form m dns ■*» W' 


Service dep^nmenttf 
or MasterCard 




a 


■Si£^ PHOM 


4223510 mm; 



W Detailed directions to help you find all of the 
201 Golden Bananas 

L.. eamptete maps of all eigiit leaels. from your front ®or 
to the final Kongfrontation 

^ gsra —t s- 

<L- Multiplayer maps ami tactics to Help you make monkeys of 
-- your friends 

W Boss strategies, professional apa advice and tbe snoop 
2 / on all the cheats'. A " # 

Available a\ yem Nimendo Tekailer ct call. 

Super Fewer Supplies 

1-800-882-0053 


Conte 


end monkey oround at www.donkeykon964-.om 


-- 1‘iAUllD 


"51B99 Rmtenio Gane By Ba^ 

Ranwarc \M* ¥ * tr^deinarttjilM^Vi^c^ 


l 






nahe 


rocket-.ROBOT ON wheels 


gawer’S republic 


GRADE 

A- 


NlNTENDO 


** 


everyone 

m 


additional consents 


Ait 


NINTENDO POWER 


8 . 4/10 


v\ 


// 


GAME FAN ONLINE 


' '1 piccm!ULJ^ — 


I6N.64 


9.0/10 


V.V 


XS1 


sWor\ 




wa? 


DAILY RADAR 


direct HIT 


. „“ 


your report card should look so $ood. 









GfiMEBOY 


EVBYONE 


H j«n*rtcWhifcr«yGwmiBli^U «i #1771 

piMfUm.l r itwfa A—* 












































